
Nintendo 100% action 


volume 1 £3.95 


magazine 


This magazine is not endorsed, sponsored or 
otherwise authorised by Nintendo 


Super 
Mario 64 


At last! Mario is back in his 

greatest adventure to date! 


WaveRace 


64 


Surf’s up! Full review of 

Nintendo’s jetski racer! 


printed inth«UK • a Paragon Publishing magazine 


Turok 


The reason dinosaurs 
became extinct 


■ v v, 


Start your engines: Cruis’n USA vs Mario Kart 64 vs Top Gear Rally! 










NOW AVAILABLE IN MARCH. 

FULL SUPPLY IN APRIL 
DON'T BE DISAPPOINTED. 

Nintendo 64 is the fastest 

TRIP YOU WILL EVER HAVE. 


FOR YOU. 


OF MAKING YOU 



Live your dreams: Lose yourself in games never 

BEFORE BEEN SO REAL. 

(TM) 

Nintendo's 


NEW WORLD 
IS WAITING 


Nintendo 64; 

THE ONLY 
MACHINE CAPABLE 


FALL BACK IN LOVE WITH VIDEO GAMES. 


See the full array of hardware, software and peripherals next issue. 


All great things in life come to those who wait. 


Register your interest now< biockcapi,alspi ““> 

Name & Address: . 


. Postcode: . 

Phone No:. 

Magicsoft Corporation Ltd, PO Box 32, Driffield, Y025 OZA. 


Nintendo and Nintendo 64 are registered Trade Marks of Nintendo of Japan. 
















Welcome to the future... 



Nintendo 64 


Welcome to the magazine. 
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Turok Dinosaur hunter 
Rev Limit 
Goldeneye 007 
Top Gear Rally 
Zelda 64 
Wild Choppers 
Freak Boy 
Blast Corps 


The greatest 
videogame of 
oil time? 

Super Mario 

Read our huge 13 page review and 
playing guide to the initial levels and 
find out. You will be amazed! 

PilotWings 

Up, up and away! Full 
review and guide to this 
hot launch title! 

How it all Began 


Want to know when and how 
the Nintendo 64 was formed? 
Well join us for the definitive 
history and technical 
specs! 
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Win! 


5 Nintendo 64s! 

Yes, 

we’re giving 
you the chance to win UK 
N64S for FREE on page 14! 
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The Awards 

You can’t have a review magazine 
without some sort of accolade for the 
best games, and at 64 Magazine we’ve 
got the Sizzler and Gold Medals. 


Over 90% 

A sizzler is awarded to the games 
which are utterly brilliant. 


Shadows of the E 


PK 12 pages of jawas, Boba 
|r Fett, storm troopers and the |._J 
Force. You’re all clear kid! 


Wave Race 
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Over 95% 

A gold medal is 
awarded to the 
games that are the 
cream of the crop 
-the best N64 
games money 
can buy. Make 
sure these are in 
your collection. 


Prepare to get wet ’n’ 
wild with Nintendo’s 
awesome jetski racer! 


Mario Kart 6 

Incredible eight 
^■r page review of the 
greatest 
racing game 
of all time! 


Have you seen 
these boxes? 

• Part of every review in 64 
Magazine is devoted to giving you 
some regular information; the 
standing items. Here they are in 
all their glory and it saves you 
reading through the whole review 
just to find out one detail. 


The Ratings 

This is your at-a-glance guide 
to how good every game is in 
each department: graphics, 
sound, gameplay and 
challenge. 

Top marks! You cannot 

I GET BETTER. 

k**rr*f 

Very impressive, but 


Memory: 

Every review will tell 
you what the car¬ 
tridge save options 

INCLUDE. 

Controller Par: 

YOU CAN BUY A SEPERATE 
MEMORY PAK, SO WHAT ELSE 
DOES IT GIVE YOU? 


$64, ooo\* 
Question xy 

This is where we tell you how 

MUCH OF THE N64 IS USED BY EACH 
GAME AND WHETHER THERE ARE ANY 
SPECIAL NEW FEATURES WHICH ONLY 
THE N64 COULD HANDLE. HOW MANY 
GAMES ARE TRULY 64-BIT? 


SLIGHTLY FLAWED. 


Decent enough, but 

NOTHING SPECIAL. 


Entering shady 

TERRITORY. WATCH IT. 


Absolute rubbish in 

EVERY WAY. 


Follow me... 


.We say. Find out how to use the mag! 

































^4 Welcome! 


Welcome 
to the 1SI 64 ! 

The N64 is the most significant video game launch 
for Nintendo since the NES in 1983. The Kyoto- 
based company is back at the forefront of cutting 
edge technology for the first time since 1992 when 
the Super NES was released, only now they face a 
far more wiley adversary than the super-hyped Sega 
Mega Drive. Now the N64 must lock horns with that 
marketing champion, the Sony PlayStation. 

But in many ways its the same old story for 
Nintendo. The Mega Drive in 1991 was King, and 
when the Nintendo Super NES arrived a year 
later. It was technically superior, but always 
playing catch-up. It is the same for the much- 
delayed N64. The big gamble is that by holding 
back and creating the perfect console with 
some of the most stunning games known to 
man, has Nintendo already turned off all of the 
N6Vs fans waiting patiently for the machine, 
or merely served to make them even more 
eager to own one? 

The Nintendo 64 magazine you now hold 
in your hands then is not only a celebration 
of the N64 and all its software, but a litmus 1 
test for Nintendo; the sales of which will 
give a clear indication as to how many of 1 
you have resisted the allures of the 
PlayStation and now want a slice of state- 
of-the-art gaming heaven. Do not 
disappoint. 

64 Magazine was produced to give you 
the most accurate and trustworthy 
reviews and previews for the N64 and 
also to welcome you to the UK launch of 
the console. This weighty tome; packed H 
with information about the world’s most H 
advanced 64-bit games machine is a 
special edition which aims to show you W 
just what the N64 has to offer and W 

what is just around the corner. It is last I 
word in advanced gaming and A 

because many of you are flicking 
through this magazine because you 
are considering whipping out £250, 
our job is to reassure you that you’re 

doing the right thing (and justifying j _ 

spending that‘holiday’money to B 
your better halfs). Over the next 100 
glorious pages we will tell you j 

everything about the N64 and how 
it came to be, review every game 
currently out for the console I 

(using up to 12 pages if 
neccesary!), and then offer no- 
nonsence preview screenings of 
everything coming out in the , 

next year. 

Welcome to the future, 
welcome to the Nintendo 64. 1 


Damian Butt 
Managing editor 






The History of the Nintendo 64 


fhe world’s mos 


Prom its rivals. I 
video game 


t successful video games company. The world leader 
graphics workstations. 64-bit technology a generation on 
64 inevitably became the world’s most anticipated 
system from the day it was announced; August 23rd, 1993. 


tendo 64 Story 

- In the beginning... 
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© Now that N64S are in your local 
Dixons, stacked between 
Matsui VCRs and Goodmans hi- 
fis, it’s difficult to realise quite how 
extraordinary Nintendo’s 1993 
announcement seemed. After years 
dithering about a Super NES CD-ROM 
upgrade, Nintendo was suddenly 
promising to leapfrog an entire 
generation of machines not yet 
released. Codenamed Project Reality, 
Nintendo’s console would use 64-bit 
‘Reality Immersion Technology’ from 
workstations so expensive only a 
handful of UK developers could afford 
them. Promotional screenshots 
showed a 3-D rendered Mario 
improbably dropped into a high-res 



At the time Nintendo announced its 
64-bit plans, this was state-of-the 
art. The 3DO Company had enioyed a 

SPECTACULAR MAY ’93 WALL STREET 
LAUNCH, SHARE PRICES DOUBLING IN A 
DAY, WHILE PROUDLY BOASTING ITS 32-BIT 
UNIVERSAL HARDWARE STANDARD WOULD 

make Nintendo and Sega’s lowly 

GAMEBOXES OBSOLETE. 


cityscape used by architects. 

To many, this was pure science 
fiction - Project ‘Unreality’ joked the 
cynics, sniggering at a machine 
Nintendo insisted would cost just 
$250. Two months later, the world’s 
largest consumer electronics company 
- Matsushita - was to launch its 32-bit 
3DO system for $699. According to 
Nintendo, a machine unimaginably 
superior would debut in late ’95, for 
almost a third the price. 

Disbelief would surrounded the N64 
until its launch. 

The Wilderness Years 

From the start, one of the biggest 
problems confronting Nintendo was 


development time. In the late Eighties, 
Nintendo had totally dominated the 8- 
bit console market. But delays in 
launching the Super NES (1990) had 
allowed Sega’s Mega Drive (1989) to 
dominate the 16-bit market in Europe 
and achieve parity in America. For 


In 1993. SGI’s 

UNCOMPROMISED, 
PERFORMANCE AT ANY 
COST, GRAPHIC 
WORKSTATIONS WERE 
MAINLY USED BY THE 
MILITARY, ARCHITECTS 
AND HOLLYWOOD. 
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^ Feature 




SGI’s Derek Meyer shows off the N64 
chipset. Cynics claimed SGI would 

NEVER DELIVER SUCH A POWERFUL 
MACHINE AT AN AFFORDABLE PRICE. 



Although the name Nintendo 64 was 

ALWAYS PLANNED FOR |APAN, IN THE REST 
OF THE WORLD PR SHOTS HAD THE 
MACHINE BADGED ‘ULTRA 64'. 


N64, an even bigger gap loomed. Both 
the Atari jaguar and 3DO would 
launch in late ’93, the Sega Saturn 
and Sony PlayStation following in ’94. 

Nintendo’s response had two 
strands. Firstly, it ensured the Super 
NES would be fully supported by 
quality in-house projects. Secondly, it 
launched a rolling campaign of press 
releases and media events to ensure 
N64 remained constantly in gamers’ 
minds. 

These two strands blended 
perfectly at the Summer Consumer 
Electronics Show (CES), where the 
company showed footage of a 
stunning new platformer. Familiar 
Nintendo characters cavorted in a 
slick SGI-rendered world as Nintendo 
of America president Howard Lincoln 
announced Project Reality’s new 
name: Ultra64. Only at the end of the 
presentation did the most dramatic 
revelation emerge; the stunning 
Donkey Kong Country was actually 
running on a Super NES. 

During Project Reality game 
development, British developers Rare 
had pioneered a new technique. 
Advanced Computer Modelling (ACM) 
replaced conventional, hand-drawn 
sprites with graphics drawn on SGI 
workstations. As a result, 2-D games 
could look like next generation 3-D 
masterpieces while still running on 16- 
bit hardware. Over Xmas ’94, Donkey 
Kong Country alone would generate 
more sales than the entire 32-bit 
market. 


Smoke, Mirrors & ACM 

Although there were no N64 titles at 
the CES itself, Nintendo claimed Ultra64 
hardware was running two new games 
at a secretive, off-site presentation for 
selected journalists. The August 
announcement had, after all, promised 
Project Reality hardware would be used 
for new coin-ops appearing in 1994. 
While Sega and Sony relied upon arcade 
conversions to promote new consoles, 
Ultra64 would actually provide the 
hardware coin-op mega-games! Arcade 
company Williams, producers of the 
Mortal Kombat series and keen rivals of 
Sega, soon signed up to market the new 
coin-ops. 

The games spearheading Nintendo’s 
much anticipated return to the arcade 
business turned out to be Killer Instinct 
and Cruis’n USA. Neither were actually 
programmed by Nintendo. Cruis’n USA 
was developed by Eugene Jarvis for 
Williams, while Killer Instinct was 
programmed in the UK by Rare. Under 
such secretive, massively hyped 
circumstances most journalists were 
impressed by the game previews. One 
technically-minded UK magazine raved 
over gameplay and assured readers 
Killer Instinct really was running on 
Ultra64 hardware. 

In fact, both games would appear in 
the arcades on standard Williams 
hardware. With hindsight, it was an 
obvious con - Killer Instinct used 
precisely the same graphics technique 
- ACM - as Super NES Donkey Kong 
Country: next-generation looks without 
the need for next generation hardware. 


The Stuff of Dreams 

In reality, the first N64 devkit wouldn’t 
ship until July ’94 and that consisted 
of an SGI Onyx workstation running a 
microcode N64 emulation. While this 
allowed games programming to get 
underway, even ‘Dream Team’ 
developers such as LucasArts was 
deeply sceptical about how accurate 
an emulation it was. Devkits featuring 
real N64 hardware wouldn’t go out to 
third-party developers until late ’95 - a 
full year after N64 coin-ops were 
slated to appear. 

Even more incredibly, Nintendo 
didn’t release technical specs until 
January ’95, at which time the RAM 
was a mere 2MB. This was just one of 
a flurry of Nintendo press releases for 


the Las Vegas CES. Also announced 
was a partnership with US cable-TV 
giants GTE, suggesting a networkable 
future for N64, and the much vaunted 
Dream Team of software developers: 
Acclaim, DMA, Rare, Paradigm, 
Spectrum Holobyte and Williams were 
a distinctly odd mix. DMA had enjoyed 
a huge hit with Lemmings, but was an 
otherwise obscure Scottish 
development house. Paradigm was 
military sim specialists, while 
Spectrum Holobyte were most at home 
with PCs. It wasn’t much to distract 
from the Japanese launch of Saturn 
and PlayStation, but neither machine 
was officially on show at Vegas - SGI 


workstations again ran military sims to 
wow the Nintendo faithful. 

Four months later, the Saturn- 
PlayStation onslaught spread to 
America with the E3 show. Sony and 
Sega both had huge stands, the latter 
surprising everyone with the Saturn 
instantly going on sale - four months 
ahead of schedule, while 3D0’s 64-bit 
M2 technology stole Nintendo’s 
cutting-edge crown. 

It had been expected Nintendo 
would finally unveil N64 to blunt some 
of its rivals’ hype. Nintendo instead 
contented itself with the first pictures 
of the stylish casing, while keeping 
secret the design of a controller it 
called ‘revolutionary.’To add insult to 
injury, Nintendo’s chairman Hiroshi 


Yamauchi announced the worldwide, 
late ’95 release had slipped to April 
’96, but hinted (misleadingly) that a 
Japanese launch might still happen in 
’95. Fortunately, the Super NES 
strategy was still running smoothly 
enough: Donkey Kong Country 2 made 
its debut, as did Killer Instinct- 
ironically keeping to its promised 
home release date, albeit on Super 
NES rather than Ultra64! 

Revolution Delayed 

As it turned out, Ultra64 would never 
be available for anyone’s home. The 
name was dropped at the public 
unveiling, on the 24 of November, of 


a machine which dissolve 



NintendoPlayStation?! 

• Nintendo’s first ‘next-generation’ system was actually a joint project with Sony. In 1988, Nintendo had signed an 
agreement with Sony for a Super NES/CD-ROM Drive combo called PlayStation. It was officially announced at the 
1991 June CES and, despite a spectacular falling out with Sony, a re-negotiated contract kept the machine on track. 
At the ’92 Summer CES, Nintendo insisted the SNES CD-ROM Drive would ship in late ’93. Devkits were in use, 

PROTOTYPE MACHINES EXISTED AND GAMES WERE DEEP IN DEVELOPMENT. 

The PlayStation was more than just a CD-ROM Drive: its 32-bit RISC CPU, 16bit data transfer chip and double-speed 
CD-ROM Drive to some extent anticipated Sony’s later standalone machine. At the time, Nintendo insisted the SNES- 
BASED SYSTEM WOULD BE FAR SUPERIOR TO EXISTING 16-BIT CD SYSTEMS, SUCH AS COMMODORE’S CDTV, NEC’S TURBOGRAFX AND 

Sega’s Mega-CD, as well as the Atari Jaguar and would-be world standard 3D0 - both due out in late ’93. Some time 
during 1993 however, this confidence evaporated. Nintendo decided to go for something far more exciting... 




The History of tli 


2 Nintendo 64 
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The N64’s long delayed launch finally 
occurred at Tokyo’s Shoshinkai Show 
in LATE ’95. Even then, more delays 


the Nintendo 64 at Tokyo’s Shoshinkai 
show. Whilst this indicated Nintendo’s 
confidence in the hardware, there 
were still a few more glitches to 
endure. The worldwide April ’96 
release date was shelved, with 
America slipping to 30 September and 
Europe to late Autumn. Initial plans 
for ten playable titles were shelved 
days before the show’s start and, of 
the two titles judged fit for media 
scrutiny, neither Super Mario 64 nor 
Kirby Bowl actually used the system’s 
most advanced features. Fortunately, 
Mario still caused a sensation with its 
beautifully rendered, fully 3-D 
environment. Nintendo president 
Yamauchi used Super Mario 64 as the 
centrepiece of a long speech, savagely 


♦ 


An unfeasibly large pre-production 
copy of Mario 64 wowed journalists, 
but Miyamoto would demand many 

MORE CHANGES BEFORE IT WAS RELEASED. 


attacking the 32-bit competition for 
‘third-rate titles’ which could herald a 
market crash akin to Atari’s in the 
early Eighties. Only Nintendo’s 
standards could save the industry... 

It wasn’t just talk. 

While the notion of a worldwide 
release had never been anything more 
than a PR chimera, the April ’95 
release was taken very seriously 
indeed by the Japanese marketplace. 
So when Nintendo’s legendary head of 
software, Shigeru Miyamoto asked for 
more time to polish Super Mario 64*s 
gameplay any other company would’ve 
shipped regardless. After all, Sega had 
so rushed Virtua Fighter for the 
Saturn’s 1994 launch that they had to 
follow it up with cut-price, glitch-free 


current limits of video play 


Despite all of the delays, on 30 
September the N64 landed in America 

AND WAS PROMPTLY ACCLAIMED MACHINE 
OF THE YEAR BY TIME MAGAZINE. 


version several months later. 

Nintendo wanted to get it right 
first time, postponing the 
Japanese release by two months. 
Less surprisingly, the European 
launch slipped to Spring ’97 - 
18 months late. In Japan, 
however the wait finally ended 
on Sunday, 23 June, 1996. The 
three year PR campaign could 
finally take second place to 
the reality of plastic, steel J 
and silicon branded N64. A 
little later than planned, 
perhaps, but for $250 j 

Nintendo really had 
delivered on Howard 
Lincoln’s 1993 promise of a j 
machine “which dissolves 
the current limits of 
video play, causing the 
world to challenge its 
notion of what a 
videogame can be.” 


Nintendo 

1889 -1997 

f Nintendo was founded in 1889, by 
Fusajiro Yamauchi, its name meaning 
‘work hard, but in the end, it is in 
heaven’s hands’ - an appropriately 
superstitious name for a company 
making playing cards. The current 
chairman, Hiroshi Yamauchi, took over 
the company in 1949 at the age of 21. 
To make clear who was boss, he 
promptly sacked every manager who’d 
worked for his estranged grandfather. 

An iron-willed, hugely ambitious man he 
pushed Nintendo into all sorts of 
businesses, including instant rice, a taxi 
service, toys and coin-ops. 


m 


Nintendo withdrew from the coin-op 
business in the early Eighties and poured 
investment into the Famicom (or Family 
Computer). Released in 1983, its 8-bit 
architecture offered a bigger colour palette and 
more memory than its older rivals, but the key 
to its success was games. Yamauchi pitted 
teams of games programmers against other in 
relentless competition. Only the best games were 
published - the rest were scrapped. 

The quality of Nintendo’s games helped sell 50 
million machines worldwide, bringing in 
^ £3.3 billion sales for 1992 and earning 
profits of £965 million - over a million 
pounds profit per employee. And the 
more Nintendo earned, the more 
it invested in games. Super 
W Mario Bros 3, arguably the first 
Mario game to earn the ‘world’s best 
videogame’ tag, would gross around 
half a billion dollars - almost as 
much as the movie £ 77 The NES’s 
success. The Super NES, launched in 
1990, carried on Nintendo’s 
commitment to gaming and would 
outlast numerous hi-tech 
competitors, including the Atari 
Jaguar, 3DO, Mega Drive and 32X. 
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STATE-OF-THE-ART C 

(AND HERE'S THE PROOF) 


If you are in the least bit intimidated by masses of technical information 
then please turn the page now, but if you want to know about the new 
Nintendo 64 inside and out, we present the ultimate guide... 


© just as in an SGI workstation, 
the heart of the N64 is a 
partnership between a 
Central Processor Unit and a custom 
co-processor. The N64’s RISC CPU is a 
64-bit R430oi [1] running at 93.75 
MHz, marginally below the 
original 100 MHz design 
spec but still 
unbelievably 
powerful. 



By comparison, the PlayStation’s 
R300oi CPU processes half as much 
data (32-bit) per clock cycle, while 
running at roughly one third the speed 
(33Mhz). 

The N64 ’s CPU also has an Integer 
and FPU 64-bit execution unit built 
into it, dramatically supercharging 3-D 
maths performance. Although the 
R4300i only has a 32-bit system 
interface, to keep down costs, there 
are two large memory caches to store 
frequently accessed data. 

The CPU’s partner chip, a 62.5 MHz 
Reality Immersion Co-Processor 
[2], was specifically designed 
by SGI for N64. Nintendo 
claim it incorporates a 
Reality Display Processor 
(for drawing pixels), a 
Reality Signal Processor 
(which handles 3-D and 
audio routines) and Audio 
Processing Unit (sound). 
This is principally a 
marketing gimmick, 
emphasising that while the 
Saturn has lots of different custom 
chips, SGI’s superior engineering 
crams all the custom processing into a 
single chip. 

As with any console, custom 
hardware is what defines the system. 
Unlike a PC, there isn’t enough 
memory to execute huge graphics 
routines in software, so these have to 
be engineered into the hardware. This 
makes for a less flexible system, but 
also one which is far cheaper to 







Nintendo 64 Tech Specs 



AES MACHINE 


manufacture, saves programmers 
having to develop their own low level 
routines and often incorporates 
features beyond the power of 
contemporary PCs. 

The custom features which set the 
N64 apart from 32-bit rivals can be 
broken down into three main 
categories: 

Z-buffering: The z-axis sets the 
depth of any object in a 3-D 
landscape. On the N64, when a 3-D 
object is rendered the z-buffer 
automatically calculates which have to 
be drawn on-screen. This prevents 
processing time being wasted on 
unseen elements, and also provides 


very accurate collision detection. As a 
result, the N6Vs 3-D graphics system 
is not only far more powerful than 32- 
bit rivals, but also considerably more 
efficient in its use of that power. 

Advanced Texture Mapping: To make 
polygons appear more realistic, 
videogame artists create ‘textures’ 
which can be ‘mapped’ on to them, 
like a stone finish for a castle wall. 32- 
bit consoles were the first to handle 
this in hardware, but the N64 moves it 
a generation on. Perspective 
correction, for example, ensures 
textures accurately follow the contours 
of an object. While the PlayStation is 
notorious for distorting large texture 




Mip-mapping: 
Tomb Raider vs 
Mario 


Here we can see that while the 
PlayStation’s texture maps 

DISSOLVE INTO A BLOCKY MESS WHEN 
SEEN CLOSE-UP, THE N64’S MIP- 
MAPPING ENSURES GRAPHICS REMAIN 
TOTALLY BELIEVABLE. 


maps as they approach, the N6Vs 
superior design avoids these 
problems. It also offers environment 
mapping, which ensures even 
reflections are realistically rendered on 
surfaces. 

The N64 ’s most powerful 
innovation, however, is something 
called Tri-linear Mip Mapping. On 32- 
bit consoles, are used to seeing 
texture-maps distort when seen close- 
up. The N64, by contrast, precomputes 
different levels of detail and 
automatically interpolates between 
the two most appropriate to an 
object’s positioning. This technology 
also applies to sprites, so whereas the 
monsters on PlayStation Doom 
become less realistic the closer you 
get, on N64 they just scarier and 
scarier! 

Anti-aliasing: Although the N64 
supports a high resolution flicker-free, 
640x480 interlaced screen display, for 
memory and processing reasons most 
games - for any system - run at 
320x240. This can lead to ‘jaggies’, 
stair-step distortions in lines when 
seen on a higher resolution TV display. 
Anti-aliasing smoothes away these 
distortions by advanced transparency 
effects, subtly blurring away jagged 
lines. 

It’s these latter two features which 


Nintendo 64 
Tech Specs 

Price: £250 (UK) 

Availability: June 23rd 1996 
Oapan). September 20th 1996 
(USA). March ’97 (Europe). 

CPU: Custom R4300i MIPS 64-bit 
RISC CPU with a clock speed of 
93.75 MHz 

Co-processor: Custom MIPS 
Reality Immersion Co-Processor 
CPU WITH A CLOCK SPEED OF 62.5 
MHz 

Memory: 4MB RAMBUS D-RAM. 
Resolution: 256x 224 - 640x480 
(flicker-free, interlaced). 
Special Features: Z Buffer, Anti¬ 
aliasing and Realistic texture 
mapping 

mapping: Tri-linear mip-map 

INTERPOLATION, ENVIRONMENT 

mapping, Perspective 

CORRECTION 

Sound: 100 channel stereo 

SOUND. 

Save System: Joypad based 

MEMORY CARDS. 

Controller: D-pad, 9 buttons 

AND ONE ANALOGUE JOYSTICK. 

Dimensions: 26 x 19 x 7.3cm 
Weight: 1.09kg 




really create the distinctive look of 
N64 games. While the PlayStation and 
Saturn were sold on their ability to 
generate lots of polygons, the N64 not 
only offers even more polygons, but 
also the advanced graphics techniques 
previously only seen on high-end 
workstations. This is why Pilot Wings 
64 really does look like an SGI 
graphics demo and not simply a 32-bit 
game with a few more colours or 
polygons. 

The Nintendo 64’s audio is provided 
by an impressive 100-channel Audio 
Sound Processor, built into Reality 
Immersion Co-Processor and capable 
of CD quality output. Of course, most 
games nowadays simply stream music 
off CD with soundchips only used for 
spot effects. While N64 carts haven’t 
the memory to offer the latest Spice 
Girls single as a backing track, 
Nintendo doesn’t regard this as a 
serious disadvantage. All N64 music 
must run through the soundchip so it 
can vary according to the action. It’s 
the difference between having a 
composer scoring a film and simply 
slapping your favourite CD on in the 
background. 

Where N64 definitely beats 32-bit 
consoles is memory architecture. A 
PlayStation has just iMB of fast 
graphics memory, while slower chips 
are used for main memory (2MB) and 
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SGI’S EXPERTISE WITH HIGH-END 
WORKSTATION GRAPHICS ENSURES 
PlLOTWlNGS 64 LOOKS AS GOOD AS, 
IF NOT BETTER THAN EARLY, PR SHOTS 
OF MILITARY FLIGHT SIMS. 


audio (0.5MB). Worse, moving data 
between different memory areas is 
very tricky during gameplay and so 
limits game design. The N64, by 
contrast, has just a single 4MB chunk 
of Rambus D-RAM [3] which, at 
520.5MB/sec, is fast enough for 
anything. 

The N64 ’s highspeed chipset is 
perfectly exploited by game cartridges 
I4L Although they might seem ‘old- 
fashioned* they offer virtually 
instantaneous loading. In comparison, 
32-bit CD consoles grab data at a 
maximum 30oK/sec - which doesn’t 
include the seek time. On N64, a game 
is ready to play from the moment you 
turn the machine on. Pauses for 
loading new levels are non-existent, 
allowing for a far more dynamic and 
flexible game design. 

Cartridges do have some draw¬ 
backs: they’re far more costly to pro¬ 
duce than CDs and an average 12MB of 
memory compares poorly to 650MB of 
a CD. Nintendo claim advanced memo¬ 
ry compression techniques cram in a 
lot more memory, but the proof is in 


the games themselves. The sheer 
scale, range of gameplay and graphic 
variety of Super Mario 64 dwarf any¬ 
thing yet seen on a CD. For modern 
arcade games, it’s development time 
and investment which limit game size, 
not storage capacity. 

Besides carts, the most unusual 
feature of N64 is its revolutionary 
controller. This is built around a stubby 
analogue joystick. With a conventional 
digital controller, you constantly have 
to tap the D-pad to simulate a fast or 
slow turn. On N64, the faster you move 
the joystick the faster you turn. 
Analogue sticks are available for rival 
systems, but these are optional extras 
and games rarely support them. With 
N64, games can be written which only 
work with analogue control and almost 
all N64 games will support it. 

Super Mario 64 fully illustrates the 
richness of this control system, 
enabling Mario to creep, walk, trot or 
sprint according to how fast the stubby 
joystick is moved. To further emphasise 
the importance of the stubby joystick, 
the N64 controller has three prongs 


allowing for a variety of different ways 
to hold it, each appropriate to different 
game-styles. 

There’s also a slot for controller 
paks where game data can be stored, 
this is useful if a game cartridge 
doesn’t have built-in save memory, of if 
you simply want to take your best 
times and customised settings round 
to a friend’s house. Currently, paks 
have a capacity of 256K but they can 
be as big as 2MB. 

Nintendo 64 64DD 
Technical Analysis 

One of the most crucial elements of the 
N64 is this controversial upgrade, 
originally known as the Bulky Drive. 
From early on, Nintendo appear to 
have recognised publishers would 
need an alternative to the limited 
memory capacity and high costs of 
cartridge publishing. The 64DD 
upgrade offers this with relatively 
cheap, high-density magnetic disks 
capable of holding 64MB of data. 

While the storage capacity is still only 
a tiny fraction of a CD’s 650MB 




Nintendo 64 64 - The full strip 



[A) The cartridge port - The US N64 uses easily removable plastic pegs to prevent Japanese 

CARTS BEING USED. EUROPEAN SYSTEMS WILL ALMOST CERTAINLY USE MORE ELABORATE SOFTWARE 

protection. [B] On/Off Switch. [C] memory jumper pak. [D] Reset Switch. 



[FJ Since the N64 has the hardware to handle four player, split-screen games like Mario Kart 
6A Nintendo thoughtfully engineered four controller ports. No need for an expensive multi¬ 
tap adaptor. The ports can also be used to plug in other expansion hardware. 


[E] Expansion port. The 64DD add-on will connect to the N64 here. Although its access speed 
IS A LOT FASTER THAN A PLAYSTATION’S CD-ROM DRIVE, THE 64DD WILL COME WITH AN ADDITIONAL 2- 
4MB of Memory to buffer data transfers. This memory replaces the memory jumper pak (CJ. 



[H] The N64’s power pack is actually a large removeable block, simplifying manufacturing of 
N64’s for different countries. [G] Nintendo’s patented A/V output allows for the connection 

OF A WIDE VARIETY OF NINTENDO LEADS FROM RF CABLES TO SUPER VIDEO AND SCART. 


















Nintendo 64 Tech Specs 


capacity, the 64DD has significant 
advantages. The Average Seek Time 
spec is an impressive 150 milliseconds, 
which makes it extremely fast at 
finding data on the disk. Data is then 
loaded at iMB/sec - over three times 
as fast as 32bit CD consoles. To further 
disguise this very fast loading process, 
the 64DD will come with either 2 or 
4MB of expansion RAM which fits into 
a slot on top of the N64. This allows 
games to preload data before it’s 
needed, imitating cart-like flexibility. 
According to Nintendo, once fitted the 
extra RAM can also be used by cart- 
based games. 

The most impressive aspect of the 
64DD, however, is its ability to save 
data. Whereas all of the 32-bit 
consoles are limited to saving scores 
and game positions onto carts or 
memory cards, the 64DD offers 
potential for saving huge quantities of 
data. Fully half of the 64DD’s 64MB 
capacity can be made rewritable. 
Nintendo have talked of games which 
could rework themselves as you play, 
of 64DD upgrades for cart-based 
games (e.g. adding ’98 season details 
to FIFA ’97) but the most exciting 
prospect is for downloading demos 
and other data from the Internet. 
Nintendo have been in negotiations 
with both cable-TV giants GTE and 



vs Twisted Metal 

While the PlayStation’s 30 MIPS 
(Million Instructions Per 
Second) CPU struggles with split 

SCREEN, TWO PLAYER GAMEPLAY, THE 

N64’s 125 MIPS CPU can handle a 

HI-RES, FOUR PLAYER SPLIT-SCREEN 
WITH ADVANCED 3-D AND SPECIAL 
FILTERS. 



Nintendo 64 Pods 




Start] 


[Analogue] 


C-BUTTONS USUALLY CONTROL GAME 

views, as in Mario 64. However 

WITH THE A & B BUTTONS THEY 
ALSO PROVIDE AN EXCELLENT, SIX- 
BUTTON 5F7/-STYLE CONTROL 
SYSTEM. A & B ARE USUALLY THE 
MAIN CONTROL BUTTONS. THE 
TRIGGER-LIKE Z-BUTTON IS PERFECT 
FOR FIRING WEAPONS. 


The N64 Controller's most 

REVOLUTIONARY FEATURE IS ITS 
ANALOGUE JOYSTICK, ALLOWING FOR 
EXCEPTIONALLY ACCURATE CONTROL. 
AS A RESULT, THE CONVENTIONAL 
DIGITAL D-PAD IS RARELY USED. 

The START button invariably 

STARTS/PAUSES GAMES. L AND R 
BUTTONS GENERALLY CONTROL LESS 
OFTEN USED OPTIONS 


[Controller pak port] 


ControilerX 

Paks 

CURRENTLY 

STORE 2S6K, 

BUT THE SYSTEM CAN 

SUPPORT MEGABYTES OF STORAGE CAPACITY. 


Nintendo 64 

64DDTecli 

Specs 

Price: TBA but less than N64. 
Availability: Summer 1997 

(Japan). 

Features: 64MB Magnetic disks. 
Up to half of M/O Disk capacity 

CAN BE REWRITABLE. 

75ms Average Seek Time 
810K/sec Data Transfer Rate 
Supplied with Extra 2 or 4MB 
N64 Expansion Memory 
Dimensions: 26 x 19 x 79 cm 
Weight: 1.6kg 


Netscape - the leading producer of 
internet web browsers. 

The potential of the system 
shouldn’t obscure the problems, 
however. Upgrade technologies such 
as the Mega-CD and 32X have proved 
notorious failures, while Squaresoft’s 
break-up with Nintendo, in late ’95, 
indicates a certain lack of confidence in 
a format ideal for their huge RPGs. The 
system was officially unveiled at the 
’96 Shoshinkai show with Super Mario 
64 running off an M/O disc rather than 
cartridge with little apparent 
difference. 



Wave Race vs 
JetMoto 


The N64’s superior polygon 
HANDLING AND LIGHTING EFFECTS 
MAKES POSSIBLE ENTIRELY NEW 
GAME TYPES SUCH AS WAVE RACE 64. 
By contrast, the PlayStation 
can’t even generate believable 

WAVES LET ALONE MAKE THEM 
INTERACTIVE, AS JET MOTO 
ILLUSTRATES. 




* 
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Wesoy: Win, win, win! 



THE N64 HAS ALREADY SOL 


IN HISTORY! 


Yes it’s true, 64 Magazine has managed to secure 
1^^ five UK Nintendo 64s to give away to you, our brand 
new readers. Imagine it. Instead of queuing up for 
hours to get one of the mere 20,000 N64S in the country, you can 
just fill in the form below, answer our straightforward quiz question, 
and receive a brand spanking new 64-bit games behemoth for 
nothing. It’s that simple. 


We are glad you’ve chosen 64 Magazine as the perfect partner for 
your Nintendo gaming and to reward you we’re going to give you 
something special, a PAL N64. just enter your details and get them 
back to us by 19 April. No entrees will be accepted unless ALL 
your details have been correctly and legiably entered in the 
survey form prov^ed. ^ 


The editor's decision is final. No 

correspondance may be entered into. 
Employees of Paragon Publishing may 
NOT enter. The closing date is 19 April 
1997. All winner will be notified in 
writing. A list of winners will be 
available in writing on request from 
Paragon Publishing Ltd. No cash 
alternatives, sorry. Good luck. 











Win a Nintendo 64 


N 64 Readers' Survey 


1. Which other console magazines do you 
read? 

□ Edge 

□ PlayStation Power 


□ Other 

6. What other machines have you/do you 
own? 


□ Play 

□ Super NES 

□ PlayStation Plus 

□ Mega Drive 

□ Computer & Video Games 

□ PlayStation 

□ NMS 

□ Saturn 

□ Other 

□ 3DO 


□ Game Boy 

2. Which other lifestyle magazines do you 

□ Phillips CD-i 

read? 

□ Other 

□ Empire 



1064S! 


Which of the following consoles 
is NOT a Nintendo machine? 

A. Super NES B. Lynx C. Game Boy 


Fill in the form provided, include your answer to the 
above question and send it to: 

Gimme an N64 now! If 

64 Magazine l 1 

Paragon House 

St Peter’s Road * 

Bournemouth, Dorset 
BHi 2jS 


Name. 

Address 

e-mail... 
Answer. 


□ Loaded 

□ GQ 

□ Max Power 

□ Sky 

□ Q 

□ FHM 

□ Other 

3. Which of the following 
newspapers do you read? 

□ Daily Express 

□ Daily Mail 

□ Daily Star 

□ Guardian 

□ Independent 

□ Mirror 

□ Sun 

□ Telegraph 

□ Times 

□ Other 

4. How old are you? 

□ 10-15 

□ 16-18 

□ 19-24 

□ 25-29 

□ 30+ 

5. Which of the following best 
describes your occupation? 

□ Manager 

□ Self employed 

□ Clerical 

□ Shop worker 

□ Manual 

□ Creative 

□ Unemployed 

□ Student 

□ School 


7. What is your household’s income? 

□ Below 5k 

□ n-i5k 

□ i6-2ok 

□ 2i-3ok 

□ 3i-4ok 

□ 40-6ok 

□ 6ok+ 

8. Are you interested in subscribing? 

□ Yes 

□ No 

9. Where did you buy your copy of the 
magazine? 

□ Highstreet chain (eg WH Smiths) 

□ Local independent 

□ Other 

10. Which of the following do you have? 

□ Credit card 

□ Cash card 

□ Personal pension 

□ Company car 

□ Health insurance 

□ House insurance 

□ Life insurance 

□ None of the above 
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Review 



The variety and scale of this ground-breaking game dwarfes 32-bit competi 
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» r . . Publisher: 

Ninformdtion t Developer: 

Nintendo 

In-house 

Game Type: 3D Platform 
Cart size: 12MB 

Release Date: 
Price: 

1 March 1 
£TBA ■ I 

1 L 



$64, 000 

Question 


Advanced 3 -D engine ensures a 

VARIETY OF PLAY AND LEVEL DESIGN 


UNIMAGINABLE ON ANY OTHER 


Sophisticated texturing and 

LIGHTING EFFECTS PROVIDE AN 


ENVIRONMENT 


Cart format seamlessly blends 
TOGETHER 15 DIVERSE WORLDS WITH 
INSTANT ACCESS (AND EXITS!). 


© In the three years since 

Mario made his first 
appearance as a polygon 
hero, a dayglo 3-D render dropped 
into an SGI urban cityscape, Miyamoto 
and friends have demolished 
architectural reality and built a whole 
new Mario World around him. Previous 
Mario games have been extraordinary 
enough, Super Mario World’s title 
betray its ambitions, but despite its 
100 levels, varied levels and innovative 
game design it remains plainly stuck 
within a highly artificial, 2-D 
environment. Only now, with 
revolutionary 64-bit hardware, has 
Miyamoto’s ambitions as a creator of 
worlds truly come true. Even before it’s 
a game, Super Mario 64 is a breath¬ 
taking, entirely 3-D environment of 
astonishing imagination. 


Miyamoto's 


The game begins, instantly in true 
cart fashion, with the Super Mario 64 
logo springing onto the screen 
accompanied by a rare speech sample: 
“It’s me, Mario!” We then see Mario’s 
face, in full 3-D, light-sourced, 
Gouraud-shaded - the business. As a 
star circles around his head, Mario’s 



The size and variety of Mario 64’s 

LANDSCAPES MAKES SIMPLE EXPLORATION 
ENDLESSLY BEGUILING. HERE MARIO 
WALKS BESIDE THE CASTLE MOAT. 































Super Mario 64 



Memory 

Options 



Memory: 

4 SAVE SLOTS ALLOW YOU 
TO HAVE FOUR DIFFERENT 
GAMES ON THE GO 
SIMULTANEOUSLY. 

Controller Pak: 
n/a. 


Lakitu’s final pass 
ends with a 
familiar green pipe 
emerging from the 
ground, out of which 
springs Mario. Lakitu 
now becomes simply 
a game option: there 
are two basic views: 


eyes follow, his whole face mobile 
with varying expressions. It’s 
a demo truly worthy of 
an SGI workstation. 

Press Start and 
you get a choice 
of four save 
game slots, all 
on the cart 
itself- not the 
joypad memory 
system. Click 
past this and an 
intro begins with a 
3-D rendered close-up 
of Princess ‘Peach’ 

Toadstool, again unhappily 
awaiting rescue by her Italian chum. 
She then fades away into the sky, 
replaced by Lakitu floating atop a 



Mario (which basically 

follows behind our hero) and 
Lakitu (which is more free 
floating). You can switch 
between these views 
using the controller’s 
shoulder buttons, 
while the four 
yellow buttons 
rotate the camera 
angle left/right and 
zoom in/out. The 
freedom of choice is 
initially overwhelming, 
but at this early stage you 
can go with almost anything 
-the intelligent camera usually 
provides a usable perspective. 

Wherever you look in Mario, the 
game looks good, and sounds good. 


turns from side to 
side and his body 1 
heaves as if slightly 
breathless. To move 
Mario, you use the 
central analogue 
joystick. Although this 
moves freely in all 
directions, an octagonal 
surround provides a 
familiar eight-position 
template. Most of the 
time, you simply push as 
far and as fast as possible, 
making Mario sprint with 
surprising speed - 
especially considering how 
this huge Gouraud-shaded, 
mip-mapped 3-D environment 


ion to be a creator of worlds has come true 


cloud with camera in hand. He 
whizzes about the castle ahead, 
swooping under the bridge and over 
the beautifully translucent water, 
pulling you into the game without 
wasting any memory on FMV - the 
graphics are all real-time, even if they 
do look workstation quality. 


Although initially there’s no music, 
woodland sound effects are crystal 
clear and brilliantly create an involving 
atmosphere. As Mario stares ahead at 
the castle which, Tardis-like contains 
all the game’s huge levels, butterflies 
flutter around his head with dreamlike 
realism. Standing still, Mario’s head 



The princess's castle makes a cameo 

APPEARANCE IN MARIO KART 64, BUT ONLY 
HERE CAN YOU OPEN THE DOOR. STEP AND 
60 ADVENTURING THROUGH IS WORLDS. 


There's no reason for this mirror t 

BE HERE. IT JUST IS. NOTE CAMERAMAN 
LAKITU’S REFLECTION - HE IS OBVIOUSLY 
INVISIBLE IN THE GAME OTHERWISE. 


Creating a Superstar! 

A History of The World’s Most 
Famous Plumber 

© Nintendo’s legendary head of software R&D, 

Shigeru Miyamoto, spent his childhood entirely 
uninterested in computers. A career as an artist or 
puppeteer was his dream and he would spend five years 
graduating from college - simply because he spent so 
much time drawing and listening to American blues. At the 
age of 24, he was introduced to a family friend in a 
distinctly unlikely effort to win a job. Company chairman 
Hiroshi Yamauchi wanted engineers not designers, but 
whimsical designs for children’s clothes hangers 
impressed him and Miyamoto became Nintendo’s first 
staff artist. 

After working on packaging design, Miyamoto’s first 
game project came due to a disasterous coin-op called 
Radarscope. Piles of unsold machines were clogging 
up Nintendo’s US warehouse, Yamauchi wanted a 
game to rework Radarscope’s hardware into a hit. 
Miyamoto diligently researched the system, 
endlessly quizzing engineers, before starting his 
design. Initially, the game was based on Popeye, 
but when the licensing deal stalled Miyamoto 
turned to his own imagination. Beauty and the 
Beast provided inspiration, with a giant ape 
turning against his owner, and kidnapping the 
man’s girlfriend for revenge. The man was no 
superhero, in fact he was entirely ordinary - a 
1 carpenter with a big nose and the large, 

pathetic eyes so familiar in Japanese cartoons. 

In the game, tffe ape stood at the top of the 
screen, like King Kong atop the Empire State 
Building. The little man had to climb ladders, 
conveyor belts and ramps while dodging the 
barrels and beams which the ape hurled at 
him. To Miyamoto, the mule-like 
stubbornness of his ape provided an 

obvious title: Donkey Kong. 
While US salesmen quit 
) rather than promote 
such a bizarre, non¬ 
violent game, superb 
playability turned it into Nintendo’s 
biggest hit to date. 

Miyamoto was promptly assigned to 
the Game and Watch portable game 
1 series, before being assigned to an 
exciting new project: the Nintendo 
Famicom console. Due to launch in 
1983, the urgent need for games 
sent Miyamoto back to his 

- everyman. People said the 

H character looked more a plumber 
■ than carpenter, so that was what 
he became: Mario the plumber, 

T with large green pipes supplying 

^ a succession of enemies. While 

the game was less sophisticated 
than Donkey Kong, possibly 
because of time constraints, 

—Miyamoto gave it a fun twist 
with a two-player, 

Battle Mode option. 

This pitted Mario 


moves in perfect lockstep. 

Almost instinctively, you’ll set 
Mario running in huge looping 
circles, spinning the world around 
with breath-taking ease, powder 
puffs of dust rising at Mario’s feet. 

If you push more gently, Mario 
simply walks, by pressing the trigger 


At this early stage, the castle’s 

GARDEN IS AN EMPTY PLAYGROUND FOR 

Mario to practice his skills. But later 

ON THINGS GET MORE EXCITING... 
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Review 


RETRIEVE HER SQAWKING OFFSPRING FROM 

the top of Coot, Cool Mountain. It 
won't be easy, unless that bridge... 


Pooped! Mario’s weary eyes and stooped posture mean you don’t 

NEED THE POWER METER TO KNOW HE’S DOWN TO 25% ENERGY. 


Behind you! He’s Behind you! Mario bravely turns his back on the 
Big Bob-omb, the King of Ka-Boom and Course One Boss. 


button you can even make him crawl. 
The two main action buttons, green 
and blue make him punch 
and leap - use the trigger 
button while leaping 
and he does a bottom 
bounce. You can 
also use the 
green 


button to 
turn a leap into an 
Olympic dive if 
you’re really 
desperate to get 
somewhere. 

This is, of course, 
just scratching the surface of Mario’s 
abilities. 

Walk off to the right and you’ll see a 
line of trees. As you approach, a flock 
of birds fly off the trees, their plaintive 


tweets proving far more evocative than 
any CD rock soundtrack. 

Accompanying the bird song, 
there’s the sound of rushing 
water which intensifies as 
you approach a nicely 
animated waterfall. Leap 
over the guard-rail and 
you dive 
into the 
water. 

lying in 
the water gives you 
an opportunity to admire the 
blue, semi-transparent 
water which gently undulates 
as the current gently carries 
you forward. What other 
software house would bother with 
such fine detail? 

Dive down and the surface of the 
water pans up, then disappears. While 
losing the blue overlay is a little 
bizarre, it neatly denotes the transition 


between swimming on the surface and 
diving into the underwater 
environment. Pressing the jump button 
gives a small, slow stroke while the 
punch button provides more energetic 
movement. The moat proves to be as 
full of life as the trees, with schools of 
fish scooting about. Everything outside 
the castle is harmless, but it serves to 
generate a sense of being in a surreal 
world, complete with its own eco¬ 
system, rather than simply another 
banal gamescape, where everything is 
locked into a rigid game design. 

While there’s plenty of hatches and 
even a door underwater, there doesn’t 
seem any easy way to open them. 
Moreover, the more observant will 
notice the appearance of a Power Dial 
at the top of the screen. This monitors 
Mario’s air supply - stay down too long 
and the plumber drowns. This dial also 
appears when Mario gets hit or caught 


Arguably the biggest adv 


previously only possible on 
workstation demos. A screen appears, 
showing how many stars you can 
collect, but you can press by that and 
be, instantly, in a new world... 

Friendly pink bombs amble around a 
lush green plateau with a cannon. A 
wooden bridge stretches off into the 
distance, virtually harmless lump-like 
creatures, called Goombahs, wander 
about to let you practice bottom- 


in an explosion, warning of draining 
energy - which can be restored by 
collecting coins. 

After climbing out of the 
water, you can walk around 
and finally enter the 
castle. A toadstool 
stands in a corner, 
one of a legion of 
friends, signposts 
and framed 
message providing 
advice in short, bite- 
sized chunks of text. 

Initially, all but one of 
the game’s courses are 
locked. The one exception is 
up on the left. Walk though the 
door and you enter a boring grey room 
with a picture of a bomb. What do you 
do now? Why leap through, with the 
picture’s surface rippling in a way 


bouncing - rather more difficult in 3-D 
than 2-D, but to compensate the 
collision detection has been set on the 
generous side. 

On every level, the 
objective is to recover 
stars - there are a 120 
in all-and one star 
is quickly found, 
locked behind 
bars! To reach it, 
you must free 
Chain Chomp-a 
huge black ball with 
snapping steel teeth. 
Chained to a wooden 
post he’s furious and will 
attack as you try to rescue him. 
Bottom-bouncing the post into the 
ground sounds easy, but with Chain 
Chomp circling about and the all 
intricacies of a 3-D perspective it’s 


Mario shivers (literally) on the 

EXCEPTIONALLY FROSTY SNOWMAN’S 

World. The rippling water looks 

PRETTY, BUT DRAINS ENERGY FAST. 




OX?? irXi/t 

v *. 


After being defeated once. Bowser returns at the end of Bowser Course Two a good deal 

MEANER AND FASTER THAN BEFORE. MARIO RUNS FOR COVER WHICH SADLY |UST ISN’T THERE! 
































Super Mario 64 
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Run for it, Mario! The huge, rolling 

CANNONBALLS OF COURSE ONE MAKE 
SCALING THE MOUNTAIN A TRICKY 
BUSINESS FOR BEGINNERS. 



Mario scampers away from a toothy 
goombah. Mario’s Half-closed eyes 

SHOW HE’S GOT 50% ENERGY, BUT YOU 
WOULDN’T USUALLY ZOOM IN THIS CLOSE. 



Oh no! A giant Venus Fly-trap is about 
to snap up Mario! Or is the plant 
normal size and Mario's been shrunk. 
Tiny, Huge world has the answers. 


tricky. The control system which makes 
such a hugely ambitious 3-D 
landscape so much fun isn't, initially, 
as instinctive as you’d like under 
pressure to be quick and accurate. 

If you quickly try the game in a 
shop, even walking across a bridge can 
seem difficult with the panning camera 
angles, the diagonal motion and 
Mario’s speed when running. With 
practice, however, it soon becomes 


Hazy Mazy Caves includes a fun 
homage to Raiders Of The Lost Ark. 
Fortunately, the spiders aren’t quite 

SO REALISTIC (THEY’RE CUTE AND ORANGE!) 


your leg, flinging you off the mountain 
top to reset his energy and drain yours 
- although there is an energy star 
nearby. 

Defeating the Bomb King gives you a 
star and ends the level, bringing up a 
save option. You can now try another 
door, or leap back through the picture 
to find the landscape subtly changed 
with a new level of challenge. There are 
15 exceptionally varied game worlds in 


1 




a gaming since the business started 


instinctive and beyond Chain Chomp, 
Nintendo have thoughtfully arranged a 
field packed with wooden posts and 
Goombahs for you to practice with. If 
that seems a bit boring, carry on and 
you’ll find yourself at the foot of a 
mountain with huge cannonballs 
merrily rolling down the track which 
circles up to the top. Running up the 
mountain, while leaping over the 
cannonballs is excellent fun. Typical of 
the thoughtfulness of the design, the 
cannonballs don’t simply follow a 
groove but randomly roll about to 
complicate things further. Reach the 
top of the hill and the King of Ka-Boom 
awaits. After a brief text message, 
battle begins. Combat is a form of 3-D 
wrestling, your objective is to circle 
around behind King Bob-omb, grab a 
leg and throw him: three times to 
finish him off. His objective is to grab 


all, each with seven stars, plus a 
wealth of secret levels and three 
dramatically different confrontations 
with Bowser. Although there are 120 
stars in total, you can rescue Princess 
Toadstool with just 70 - bypassing 
entire worlds if you want. Freedom is 
the principal characteristic of the 
game, the structure is incredibly non¬ 
linear, giving players a huge choice of 
how and where they collect stars. 
Although some levels resemble a 2-D 
platformer stretched out into 3-D, most 
are fully formed world-lets which you 
can freely explore in any direction, the 
various leaps and hazards perfectly 
integrated into realistic landscapes. 
This freedom of movement is matched 
by the camera - in this game setting 
your camera angle can be as important 
as timing a leap. 

Compared to 2-D Mario games, this 


against brother Luigi, providing the game with its title: 
flPB Mario Brothers. 

Two years later Miyamoto did the Famicom justice 
with Super Mario Bros, which fully lived up to its title. The 
single-screen structure of previous Mario adventures was 
jettisoned in favour of a scrolling display, allowing for large 
and varied levels contained within eight worlds. The turtle 
sorcerer Bowser made his first appearance, abducting 
Princess Toadstool and providing the imperative for this 
and every subsequent Mario game. Miyamoto’s whimsical 
nature emerged with flying Koopas, trundling mushrooms, 
snapping Piranha Flowers and Lakitu - the cloud-flying 
man who provides the cameraman in Super Mario 64. 

This cast of characters would reappear in every 
subsequent game (except Super Mario USA). 

The first Super Mario sequel appeared surprisingly 
quickly, in 1986, and was basically a collection of 
levels left out of the original game. This was rushed 
out to the Famicom disk drive: an ill-fated device 
which never appeared outside japan. However, the 
Famicom itself was a phenomenal success both 
domestically and, after 1985, in America. Miyamoto 
was hard at work on the first real Super Mario 
sequel, but the demand for NES games was 

J voracious. To satisfy it, Nintendo reworked a 

quirky Japanese platformer - Doki Doki Panic - 
into Super Mario Bros 2 for America. It became a 
B big hit (later released in japan as Super Mario 

USA), but within a year it was superseded by the 
^^^B real thing: Miyamoto’s Super Mario Bros 3. 
Jr^B This game confirmed Miyamoto’s reputation 
‘ as a genius. The linear structure of 

conventional platformers was shattered with a 
map screen, offering a variety of different 
routes through the game. Radical power-ups 
transformed Mario into a racoon and 
frogman, each with their own play 
^^B mechanics, while three sub-games 

(including the original Mario Bros.) offered 
yet further variety of play. In Europe, 16- 
bit computers a generation on from the 8- 
bit NES dominated the marketplace, but 
journalists such as Julian Rignall and 
Steve Jarratt recognised SMB 3 as a 
masterpiece. Anticipation mounted for 
Nintendo’s move to 16-bit technology. 

The 16-bit Super Nintendo 
Entertainment System was launched 
in Japan on the 20th of November, 
1990. It was accompanied by just 
two games: the futuristic racing 
game, F-Zero , and Super Mario 
Land IV (AKA Super Mario World in 
the West). Both were produced by 
Shigeru Miyamoto, both were 
acclaimed as brilliant, but it was 
Super Mario World which carried 
the company’s reputation. It 
expanded upon SMB3 with an 
even more open structure, 
more power-ups and more 
levels. Among videogame 
journalists, it won praise as 
the ‘best videogame yet’ 
although the 

graphics did betray flj^B 
its 8-bit origins. 


is a markedly more sophisticated 
game. Mastering the controls (and 
camera system) is more 
complicated, but the environment 
is so much more realistic and 
involving it’s unlikely anyone will 
lament the change. Nintendo’s 
embrace of 3-D gaming is so 
comprehensive, so well thought-out 
that it marks the biggest advance in 
game design since the business began. 
Moreover, the variety and scale of this 
ground-breaking title - all crammed 
into a mere 12MB cart - dwarves 
anything yet seen on the CD 
superconsoles. The sheer scale of the 
achievement, in originality, variety and 
technological muscle earns it a ‘Best 
Game Ever’ acclamation through sheer 
muscle, almost regardless of its 
undoubted and typically Nintendo 
artistry. 
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Super Mario 64 Player's Guide 
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To give you some idea of just 
how magnificent Super Mario 
64 is, we’ve provided a 
complete solution to Course One, a 
partial solution to the first Bowser 
confrontation, plus mini-descriptions 
of all the major courses up to fifteen. 
There’s also a full description of the 
first power-up location, and brief 
descriptions of the remaining two 
power-ups. Even this wealth of 
information only scratches the surface 
of this immense game: remember, 
there’s seven Stars to find on each 
Course, with progressively more 
sophisticated puzzles to test Mario’s 
hugely varied abilities. There’s also 
numerous secrets (including bonus 
levels) with a further 15 Stars. 

Bob-omb Battlefield: 
Course One 

Entry Requirement: None 
Location: First door on left in Main 
Hallway of Princess Toadstool’s Castle. 
Description: This course is 
dominated by Big Bob-omb’s 
mountain, a large, squat peak at the 


western tip of a large green field. A 
spiralling track to its summit is 
distinguished by huge cannonballs 
rolling down it. Big Bob-omb stands on 
the summit. 


According to the pink Bob-omb 
Buddies, all was peaceful until 
Bowser gave Big Bob-omb a Power 
Star. From that moment, their peaceful 
land was transformed into a 
battlefield. If you can defeat Big Bob- 
omb, the Bob-omb Buddies might be 
able to help you... 

FootRace with Koopa 
the Quick 

Star 2-Course 1 
Objective: Get to the Mountain 
summit first! 

Guide: Koopa is waiting for you at the 
start of the dirt track. Talk to him and 
accept his challenge, instantly 
beginning the race. Koopa The Quick 
is actually slower than Mario, but he 
uses a short-cut too steep for Mario. 
Don’t follow him, but instead use the 
same route to the mountain top as for 
Star 1. If you get to the summit first, 
wait for Koopa to arrive and present 
you with a Star. 



Koopa The Quick has a challenge for 
you. It’s up to you whether you accept 

OF NOT. You COULD GO EXPLORING FOR 
ANOTHER STAR OBJECTIVE IF YOU PREFER. 



Koopa The Quick proves to be not 

EXACTLY QUICK OFF THE OLD STARTING 

blocks. Unfortunately, the sneaky 

CRITTER KNOWS A SHORT-CUT... 



Mario stands at the start of course 

ONE WITH THE PINK BOB-OMB BUDDIES 
WHO OFFER TO HELP MARIO IF ONLY HE CAN 
DEFEAT THE PESKY BlG BOB-OMB. 


Big Bob-omb on the Summit 

Star 1 - Course One 

Objective: Vanquish Big Bob-omb on the summit of his mountain. 

Guide: You begin the Course on a dirt track which should be followed over two wooden bridges (the second acts like a 

see-saw!). Climb up the stone steps, then turn right and go through a 
gap in a metal fence. Watch out for rolling cannonballs and gaps in the 
track. If you do get hit, there’s a transparent heart half-way up the 
mountain which will restore full energy. 

At the top of the mountain, you’ll find Big Bob-omb, wearing a little 
gold crown. To defeat him, you must grab him from behind, and then 
throw him. This must be done three times before he is defeated. The 
first time you grab Big Bob-omb he’s very slow, but he gets faster with 
each throw and is particularly quick to grab you while sitting down. The 
easiest way to defeat him is to stand with your back to him, crouch 
down using the Z-button and press B to backflip over him - ideally 
positioned to grab him. 



Big Bob-omb has a quiet chat with Mario. 
Fortunately, his bite is worse than his bark. 
Text conversation gives each boss a chance to 

JUSTIFY THEIR MEANNESS TO OUR HERO. 


NEXT: Now you have one Star, Whomp’s Fortress can be entered 

AS WELL AS THE PRINCESS’S ROOM! 



Oops! Big Bob-omb catches Mario and prepares to throw him 

OFF THE MOUNTAIN! 



Now I’ve got you! Mario demonstrates his new, pumped-up 

MUSCLES BY POWER-LIFTING BlG BOM-OMB. 































Shoot to the 
Island in the Sky 

Star 3-Course 1 
Objective: Collect Star from 
Yellow Exclamation Box on Island 
in the Sky. 

Guide: Activate the cannons by 
talking to a pink Bob-omb Buddy 
at the start of the course. Follow 
the dirt track over the first 
wooden bridge, now run up the 
side of a large stone block and 
jump into the cannon concealed 
within. Aim the cross-hairs 
carefully above the island and 
then fire, be careful not to 
overshoot. Now simply jump into 
the Yellow Exclamation Block to 
make a Star number three appear! 

NEXT: Now you have three 
Stars, Course 4: Cool, Cool 
Mountain and Course 3: Jolly 
Roger Bay are available. 



The Floating Island is just 

VISIBLE BEHIND MARIO. ALL HE HAS 
TO DO IS JUMP INTO THE GREY PIT 
AND ACTIVATE ITS CANNON. 



Gravity will cause Mario to 
Fall, so aim high, but not too 
high or Mario will overshoot 
the island entirely. 



SAFELY ON THE FLOATING ISLAND. 

The Star is behind him. 



Find The 8 Red Coins 

Star 4-Course 1 

Objective: Find and collect every Red 
Coin. 

Guide: Coins can be collected in any 
order, but if you die then every coin 
you’ve collected is lost and must be 
collected again. 

Red Coin 1 : Above checkboard 
platforms between the two wooden 
bridges. 

Red Coin 2: Above green rock before 
Chain Chomp. 

Red Coin 3: Above wooden post by 
Chain Chomp. 

Red Coin 4: Underneath stone bridge 
near steel fence at bottom of 
mountain. 

Red Coin 5: At base of mountain. (Go 
through gap in steel fence and turn 
left. Run up grassy slope to collect 
coin.) 

Red Coin 6: Above tree on Island in 
the Sky. 

Red Coin 7 : Training Post Ground - 
turn left after crossing See-Saw 
Bridge. 

Red Coin 8: Training Post Ground - 
turn left after crossing See-Saw 
Bridge. 

When you’ve got all 8 coins, the Star 
will appear between Coins 7 & 8. 

NEXT: Since you really need the 
Wing Cap for the Star 5, Course 1, 

WHY NOT VISIT COURSE 2: WHOMP’S 
Fortress or one of the other 

COURSES UNTIL YOU GET IT? 




Super Mario 64 



© Sega brazenly ran SMW beside the Mega Drive’s 
shallow, but superb looking Sonic The Hedgehog. 
Nintendo’s videogame monopoly was smashed into a 
highly competitive duopoly. 

Despite the Super NES’s subsequent success, Miyamoto 
would never write another Mario platformer for it. Nintendo, 
the mega-bucks corporation, eventually responded to Sonic 
^ with the Donkey Kong Land series. Programmed by UK 
developers Rare, it used ACM for a stunning, 3-D rendered 
look, its characters noticeably younger and more hip than 
Mario. It was a huge bestseller, but its innovations were 
mainly graphical. The gaming cognoscenti wondered if 
they’d ever see another Miyamoto platformer. 

In 1995, their prayers were answered with Super Mario 
World 2: Yoshi's Island. After all the withering criticism of 
Super Mario as too childish a standard-bearer compared 
to trendy Sonic, the new game looked as if a child had 
designed it. A supremely talent child of course, a 
prospective Van Gogh perhaps, but a child nonetheless. 
Using all of the Super NES's superior capabilities (and 
a 3D coprocessor built into the cartridge), Miyamoto 
presented a revolutionary new look. Background 
graphics were coloured in with childish squiggles, 
foreground graphics faded out without being 
finished. Mario himself was relegated to a mere 
passenger, baby Mario’s providing an objective in a 
[ wondrous and often incredibly surreal adventure. 

In many ways this was now the true successor to 
the Super Mario Brothers series with the same, 
resolutely 2-D platforming approach to be used 
in Yoshi’s Island’s 64-bit sequel. 

While YoshTs Island was in production for 
Super NES, Miyamoto had finally decided how 
to update Mario 



Mario sent to prison shock! Fortunately, the 


PURPLE SWITCH OPENS THE GATE. 




for a new 
generation of 
hardware and 
players. Project 
Reality’s 

announcement in 
1993 had 
featured a 
rendered Mario 
placed in 3-D 
cityscape. It was a 
neat marketing 
gimmick-all 
Miyamoto had to 
do was turn it 
into a game... The 
3-D landscape, 
64-bit graphic 
techniques 
previously limited 
to workstations - 
not to mention 
hardware which 
wouldn’t be 
finished until 
1995 - presented 
Miyamoto with 
his biggest 
challenge to 
date. His success 
would 

revolutionise 
videogames forever. 
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Mario Wings to the Sky 

Star 5-Course 1 

Objective: Collect five Special Coins floating by the Island 
in the Sky. 

Guide: Although it is possible to use the cannons alone 
to collect all the coins, it is considerably easier if Mario 
can fly using his Wing Cap (see Red Switch Palace). 
Conveniently, there is both a cannon and a Red 
Exclamation Box on the Island in the Sky, so you can 
launch from there, pick up a few Coins and then land 
before the Wing Cap runs out. Each Special Coin is 
surrounded by a circle of eight, identical-looking Yellow 
Coins. 

NEXT: If you’ve got the Wing Cap, you will also be 

ABLE TO VISIT BOWSER COURSE 1. 




Mario collects course One's seventh 
star. Since this star appears 

WHEREVER YOU COLLECT YOUR HUNDREDTH 
COIN, IT'S WORTH LEAVING A FEW EASILY 
ACCESSIBLE COINS UNTIL LAST. HAVING THE 
STAR APPEAR AT ONE OF THE MOST 
DIFFICULT PLACES WOULDN'T BE WISE! 



Collect 100 Coins 

Course 1: Star 7 

Objective: Find and collect 100 Coins 
(or equivalent). 

Guide: Since so many of the Coins are 
floating in the sky, you really need the 
Wing Cap to have a chance. 

Maximum Coin Score: 117 Yellow Coins 
(or equivalent) 

23 Yellow Coins on the ground. 

45 Yellow Coins in the sky. 

6 Yellow Coins hidden inside Crates. 

22 Yellow Coins won by defeating 
enemies. 

1 Blue Coin (5 Yellow Coins) won by 
defeating Small Koopa. 

8 Red Coins (16 Yellow Coins) located 
as above (Star 4). 


Behind Chain 
Chomp’s Gate 

Star 6-Course 1 
Objective: Free Big Chomp. 

Guide: Big Chomp is chained to a 
wooden post which must be pounded 
into the ground to free him. To do this, 
you must jump onto the post and then 
bottom bounce it three times. If you 
get hit, retreat and collect coins to 
boost your energy before continuing. 
Once you succeed, Chain Chomp will 
smash in the bars protecting the Star 
and then head off to the hills. The Star 
is too high to be reached with a 
normal jump, so stand with your back 
to it and press Z to crouch, then press 
B to backflip and collect the Star. 




Chain-Chomp demonstrates his pointy, 

STAINLESS STEEL OVER-BITE TO MARIO. 
Mad-as-a-hatter AND 100 TIMES as fast, 
HE’S NOT EASY RESCUE! 



QUITE DIFFICULT. FORTUNATELY, WITH 
PRACTICE IT BECOMES SECOND-NATURE. 



Mario decides discretion is the better 

PART OF VALOUR AND RETREATS TO LOOK 
FOR SOME ENERGY-BOOSTING YELLOW 

coins. Note Red Coin above post. 



Bomb ignites its own fuse and runs 

AFTER HIM AS FAST AS ITS LITTLE LEGS 
WILL GO - WHICH IS PRETTY DARN FAST! 



Mario pounds Chain-Chomp's post 

INTO THE GROUND AND PREPARES TO 
WATCH IT ESCAPE INTO THE HILLS, LEAVING 

Mario with Star 6. 




ROTATING CHECKERBOARD PLATFORMS. 

Fortunately, it’s not permanent and 

WON'T LOSE HIM ANY ENERGY! 
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Looking up into the light transports Mario to Wing Cap Tower. 




Mario 64 features several bonus areas, one of which is this fun 

FLUFFY CLOUDS LEVEL WHICH DEMANDS TOP FLYING SKILLS. 


Tower of Wing Cap features some 

VERY PRETTY RAINBOWS. 


Tower of 
Wing Cap 

Entry 

Requirement: 

10 Stars 
Location: 

When you 
collect 10 Stars, 
a ray of sunshine 
will fall on the star 
emblem on the floor. 

Stand on the emblem, 
then look up at where 
light’s coming from. 

Mario will be 
magically transported 
into the sky above 
the castle, wearing 
his Wing Cap. 

Description: Consists 
of three rainbows above 
one of the castle turrets, 
with two tall towers either 
side of it. The Red Switch 
itself is on top of the turret. 

Power Up: Once the Red 
Switch has been activated, any 
red exclamation box will give Mario 
a Wing Cap. Wearing it, he can fly 
either by being shot from a Cannon or 
from doing a double jump. 


Extra Lives 

Underneath Stone Bridge. 

Collect all eight Yellow Coins around 
flower patch by Stone Bridge. 


Secrets 

1. After beating Quick Koopa to the 
Mountain Top, Small Koopa 
appears just before Big Chomp. He 
will run away from you, but if you 
successfully bottom bounce him 
you can surf on his green shell. If 
you then run over Small Koopa, 
you earn a Blue Coin. 

2. Throughout the game, if Mario 
runs around a wooden post three 
times, five coins will magically 
appear. 



Surf's up! Mario 

WHIZZES AROUND ON 

Small Koopa's green 
shell. Great fun! 


Warps 

[Each warp is a two-way corridor, 
so 1.1 takes you to 1.2, and 1.2 
takes you back to 1.1! Remember, 
you must be moving slowly for the 
warp to take effect.] 

1.1: After crossing the first brown 
bridge, leap over the fence on 
the right and walk into the 
centre of the yellow flowers. 
1.2: After crossing the See-Saw 
Bridge, walk straight on to the 
first yellow flower bed in this 
area [between a sign post and 
red exclamation box]. 

2.1: On the sides of the Mountain 
there are small caves from 
which appear large 
cannonballs. In the centre of 
the first one is a warp (don’t 
worry about taking your time, 
when you enter the cave 
cannonballs automatically 
stop appearing). 

2.2: As above, but in the second 
cave near the Mountain’s 
Summit. 
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Bowser's ugly mug 

CHALLENGES MARIO TO 
ENTER THE FIRST BOWSER 

Course. 


Mario carefully 
tip-toes past 

WHIRLING 

ELECTRO-BALLS. 






Bowser Confrontations! 


First Bowser 
Confrontation 

Damage Potential: 2 Units on Contact. Up to three Units 
on being caught by Bowser’s Fire Breath. 

Attack Pattern: When Mario is relatively close, Bowser 
will slowly move toward him and use his flame breath. 
Individual flames will keep burning even after Bowser 
stops, so watch out for that. (When these flames die 
out, Yellow Coins often appear which are vital for 
restoring lost energy.) When Mario is further 
away, Bowser will leap toward him. His 


objective isn’t too 
land on Mario, but 
the shock waves in the 
immediate vicinity of 
his landing drain 3 Energy 
Units (Mario can avoid this 
by either running away or 
jumping into the air as Bowser 
lands). 

Guide: The instant Bowser ends his 
warning speech, Mario should run behind him and grab his tail 
using the B button. Rotate the joystick to spin Bowser around 
and then press B to release him. To defeat Bowser, Mario must 
throw him into one of the four spiked bombs which surround the 
circular battlefield. If you miss a bomb with your first effort 
(under normal circumstances, the nearest bomb at the start is 
just to the left), then one useful tip is to stand near a bomb so 
when he attacks, you can grab him and more easily hurl him 
against it. 

Reward: After being defeated, Bowser will grudgingl^hand over 
the Big Basement Key. 


Mario orops in to face his most demanding challenge yet. All the 
Bowser Courses are suspended in space so mis-steps are lethal! 


Mario gets knocked backwards by a 

GOOMBAH, ALL IN ALL THE LEAST LETHAL 
HAZARD ON THE COURSE. BUT EVEN THEY 
CAN PUSH MARIO OFF INTO SPACE. 


*• 
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Mario doesn't have to visit this spire, 

SUSPENDED WELL OFF THE MAIN COURSE, 
IUT THERE IS A RED COIN HIDDEN HERE 
AND GETTING THEM ALL IS VERY TOUGH. 




*34? 


Mario side steps along a very narrow 

LEDGE INDEED. AHEAD IS AN EXTRA LIFE, 
BUT THE REAL PRIZE IS A RED COIN A BIT 
FURTHER ALONG. 


At last! Mario reaches the end of the 

COURSE WITH THE GREEN PIPE ENTRANCE 

to Bowser’s abode. Behind him you 

CAN SEE ALMOST ALL OF THE COURSE. 


Mario leaps on top of a very large 

SEE SAW PLATFORM. GETTING IT AT JUST 
THE RIGHT ANGLE SO YOU LEAP TO THE 
NEXT IS TRICKY. 



First Bowser Course 

Bowser in the Dark World 

[There are three Bowser 
Confrontations, each preceded by 
increasingly tough worlds] 

Entry Requirement: 8 Stars 
Location: Behind the Big Star Door 
on the left of the main hallway’s 
staircase. 

Description: The Dark World 
consists of a long, elaborate course 
which doubles back on itself with 
moving platforms, see-saw platforms 
and some nasty traps. 

Objectives: Defeat Bowser and win 
the Big Basement Key: (There’s also a 
Star to win by collecting all eight Red 
Coins.) 

Guide: Walk forward, either leap over 
or tiptoe along narrow bridge. Watch 
out for flamejet. Step on moving blue 


tile and let it carry you around. Walk 
up and around stone path - watch out 
for flame jet again. Drop down onto 
blue ledge and then jump onto 
rotating blue platforms, jump onto 
grey platform. Bottom bounce 
three Goombahs if you 
need extra energy. A 
Yellow Exclamation Box 
contains an extra life. 

Walk up the wooden 
bridge. The Blue 
Stone bridge is 
studded with blue 
crystals, around which 
rotate electric bombs. 

There’s a Red Coin hidden 
here, by the third crystal, which you 
should watch out for if you need 
Energy, jump onto the yellow platform 
as it comes toward you and then onto 



the stone platform. Drop onto the 
yellow platform as it’s moving away 
from you and jump onto the stone 
platform. Step onto the moving blue 
tiles, moving off onto the right moving 
tiles and then the blue stone 
^ ^ platform. You will now see 
two see-saw platforms. 
Jump onto the nearest 
' one and stand in the 

middle of its nearest 
half. Wait until it has 
see-sawed downwards, 
then run upwards and 
jump onto the second, 
higher see-saw platform. 
Jump onto the blue stone 
platform. Drop down onto the Purple 
Exclamation Switch and go up the 
staircase which it forms. Read the sign 
and jump into the Green Pipe. 




Vanish Cap 

Power Up: Once the Blue Switch 
has been activated, any blue 
exclamation box will give Mario a 
Vanish Cap. Wearing it, he can 
walk through wire mesh fences 
and enemies won’t see him. 




Ka-Boom! Bowser finally hits one of 

THE SPIKED BOMBS AND GETS BLOWN INTO 
THE MIDDLE OF NEXT WEEK! 
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Course 2: Whomp’s Fortress 

Entry Requirement: i Star 
Description: A large grey and brown fortress floating in the sky, surrounded 
by three rotating green platforms. It’s all a monument to paving stones; 
those boring grey slabs which are used to build houses, car parks and even 
roads, yet no-one ever says thanks. Giant Whomp, and his buddies, are out 
for revenge and will squish Mario flat if they can. 




Even the most minor enemies look 

DAZZLING IN THIS GAME. HERE A VENUS 

Fly-Trap snaps at Mario. Maybe if 
he’d approached a little quieter... 


Has Mario met a bullet with his 

NAME CARVED ON IT? ON THE RIGHT IS 
THE TOWER WHICH APPEARS WHEN YOU 

defeat Big Whomp (below). 



Mario legs it away from an irate 

PAVING STONE. IF MARIO CAN’T BEAT 
HIM. HE WON'T STAND A CHANCE 

against Big Whomp. 


A hit! Big Whomp Misjudges its 

CRUSHING ATTACK ON MARIO AND PAYS 
THE PRICE. Two more hits and he’ll 
BE GRAVEL! 


Big Boo's Haunt: 
Course 5 

Entry Requirement: 14 Stars 
Description: A superbly 
atmospheric and very weird ghost 
house fitted out with all manner of 
hidden passages, a waterlogged celler, 
haunted attic, and even a house of fun 
complete with fairground music and 
rotating floors. Beside ghosts, watch 
out for attacks from toothy pianos and 
flying books! 


A-X4 



4 ) i 

41 

* 




.- ft' 

EEK! A SOLID-LOOKING BRIDGE CRUMBLES m 


AWAY INTO THE DARKNESS TAKING MARIO 
WITH IT. 


a. AXS 

•O 
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Ahh, isn’t he cute? Little Boos are shy 

GHOSTS WHO PREFER TO ATTACK WHEN 

Mario isn’t looking. 


Jolly Roger Bay: 
Course 3 

Entry Requirement: 3 Stars 
Description: Despite the fact the Bay 
is entirely enclosed within a large 
cavern, there’s a Sunken Ship at the 
bottom of the Bay. Perhaps the exit 
was sealed off after the Cap’n scuttled 
his ship and set-up numerous booby- 
traps. Although the Cap’n never makes 
an appearance, there’s a beautifully 
animated Moray Eel with spooky 
green eyes and a very nasty bite! 



Yes! Mario nicks a star from the tail 
of the Moray Eel. Nifty reward 
sequences like this add yet more 

POLISH TO THE AWESOME GAMEPLAY. 


Cool, Cool Mountain: Course 4 

Entry Requirement: 3 Star 

Description: A large snow-covered mountain suspended in the air with a 
broad, fun snowslide spiraling from top to bottom. A long, narrow ice slide 
provides a narrower, trickier decent - connecting log cabins at the summit 
and foot of Cool, Cool Mountain. As with real mountains, getting down is a 
lot easier than getting to the top - careful exploration is needed to find a 
way back to the start. 

Snowy climes also provide a bizarre cast of new characters, including 
three different types of snowmen, but the most impressive creatures are a 
family of penguins! For the first time, a Course’s main characters are friendly 
to Mario with snowy conditions, hidden areas and tricky jumps providing 
the main hazards. 



The rope bridge will take you a 

THIRD OF THE WAY BACK UP THE 
MOUNTAIN. BUT ANY FURTHER THAN 
THAT IS TRICKY. 







The ice slide provides a nifty test 
of Mario’s steering. It’s a race to 
the finish with the penguin, who’ll 

BUMP YOU OFF SHE CAN! 


Lethal Lava Land: 
Course 7 

Entry Requirement: The Big Key 
Description: This daunting world 
is composed of a sea of lava with 
all manner of strange structures 
including a floating eyeball and 
two rotating circular paths (one 
around an erupting volcano and 
one around spitting flamethrowers. 
You can, of course, enter the 
volcano and even play a Bowser 
sliding block puzzle. 



Hazy Maze Cave: 
Course 6 

Entry Requirement: The Big Key. 
Description: A sprawling challenge 
which includes a maze filled with 
poison gas, a construction area and an 
underground lake contains a Loch 
Ness Monster. There’s even a huge 
boulder to recreate that scene from 
Raiders Of The Lost Ark. 
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HIGHLY EFFECTIVE RUSH-’n’-BUMP 
ATTACK RAMMING MARIO ONTO LAVA. 


Shifting Sand Land: 
Course 8 

Entry Requirement: The Big Key 
Description: A gorgeous desert 
landscape surrounds a huge Egyptian 
pyramid. Notable features are swirling 
quicksand, a huge tornado and a flat 
stone maze with huge, tumbling 
blocks. Inside the pyramid, there’s a 
whole other set of challenges! 


Dire, Dire Docks: 
Course 9 

Entry Requirement: 30 Stars 
Description: This second aquatic 
world includes Bowser’s submarine, a 
whirlpool, manta ray and shark. 
There’s also some overhead poles 
which provide a very sweaty test of 
your timing and jumping accuracy. 


c> ' 



Mario. Fortunately, he doesn’t seem 
to like Italian food and won’t attack. 





Coo! That vulture’s got a Star in its 

CLAWS. A |UMP SHOULD NAB THAT. BUT 
HOW DO YOU THINK I GOT UP HERE? 


kv.m 


Snowman’s World: 
Course 10 

Entry Requirement: 2nd Big Key 
Description: Another beautiful 
snow world with a bizarre ice 
cube, a snow wave machine (!) 
and a huge snowman-type 
building. The water is freezing 
cold and there’s vicious winds, but 
you can have great fun surfing 
with a green shell! 




BLOCKS MOVE, BUT WATCH OUT FOR THAT 
ELECTRO-BALL. 



Wet-dry World: Course 11 


Entry Requirement: 2nd Big Key. 

Description: While some people write entire 
games about flippin’ switches (c.f. Doom, Tomb 
Raider etc.), Miyamoto thankfully limits his 
switch fetish to just one level, and with an 
imaginative twist at that. Here a huge, box-shaped 
room plays host to watery antics with diamond-shaped switches 
allowing you to vary the water level. Enemies include Water 
Spiders and clockwork Pink Mice which hurl you into the air. 





THOSE HUGE MUSHROOMS ARE SUSPENDED H| 

in mid-air. Jumping between them for 
Red Coins will take precise control 

AND STEADY NERVES. 



Tall, Tall Mountain: 
Course 12 

Entry Requirement: 2nd Big Key 
Description: This is another huge, 
floating mountain with a track winding 
around to the top with giant 
mushrooms flowering beside it. 
There’s plenty of gaps in the track 
requiring diving leaps. Watch out for 
moles and a monkey which steals 
Mario’s cap! 


Tiny-huge Island: 
Course 13 

Entry Requirement: 2nd Big 

Key 

Description: This whimsical 
world sees the return of Mario’s 
famous pipes, the difference 
being that this time they don’t 
transport him anywhere - they 
either shrink or enlarge him! 
Watch as a tiny Venus flytrap is 
transformed into a monster and a 
minute minnow becomes capable 
of swallowing Mario in a single 
gulp! 
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TickTock Clock: 
Course 14 

Entry Requirement: 2nd Big Key & 

50 Stars 

Description: The inside of the 
grandfather clock is a daunting 
collection of cogs, gears and 
pendulums. Fortunately, if you enter at 
12:00, or three hour intervals 
thereafter (don’t worry, it’s not real¬ 
time!) then the gears pause. 



Rainbow Ride: Course 15 

Entry Requirement: 2nd Big Key & 50 Stars 
Description: This extravagantly tough level is set among the clouds, with 
various floating buildings and Viking Ship linked by magic carpets which 
ride along rippling rainbows. 




It's easier to move around if the 

CLOCKWORK IS FROZEN. BUT SADLY SOME 

Stars can only be reached if 
everything’s going tick tock. 


Metal Cap 

Power Up: Once the Green Switch 
has been activated, any green 
exclamation box will give Mario a 
Metal Cap. Wearing it, he 
becomes heavier and can walk 
on the bottom of rivers, as 
well as being invulnerable to 
most enemies. 


Magic Carpets whisk you through 

THE SKY ON RAINBOW TRACKS. 

Unfortunately, there’s plenty of 

OBSTACLES TO COMPLICATE THINGS. 


Bowser World Three 

Although there are 120 
Stars in all, you only 
need 70 to enter the 
final Bowser World. As 
you’d expect this is the 
most formidable challenge 
of all, with a devilish 
level preceding a final 
confrontation with 
Bowser at his most 
fiendish. Hot tip: Look 
around before you enter 
that final green pipe! 


Mario’s almost at the top of this 

COURSE, WITH THE VlKING BOAT 
BEHIND HIM. BRANCHING PATHS MEANS 
THERE’S LOT MORE TO SEE THOUGH. 




These rotating platforms give merely 

THE TINIEST HINT OF THE POSITIVELY 
DIABOLIC CONSTRUCTION OF THE LAST 

Bowser course. 



' 2 S& frXi'. 




The Green Exclamation Switch is 

HIDDEN AWAY RIGHT AT THE BOTTOM OF 

the Princess’s castle. Finding it won’t 

BE EASY. 


Bowser makes his final appearance 

AND BOY IS HE MAD. NOT ONLY IS HE 
FASTER THAN EVER, BUT THE WHOLE ARENA 
IS A FIENDISH DEATH-TRAP! 


Apart from the moody lighting. So 

FAR, SO FAMILIAR. BUT DON’T WORRY, 

Bowser has some fiendish new tricks 

TO PLAY ON YOU... 



After defeating Bowser once again, 
Mario returns to the castle to 

FREE THE PRINCESS. 


Oh Mario, how can i ever thank you? 
Thankfully, unlike Super Mario World 
there’s a long, satisfying ending. 


Ahh, the camera pulls back for the 
group photo. Get all 120 Stars and 

YOU MIGHT FIND YOSHI... 


04 


Keys 


THE 
BOTTOM 

LINE 



Yellow Up: Zoom In • Yellow Right: Pan 
Right • Yellow Down: Zoom Out • Yellow 
Left: Pan Left 


Combos 


Too many lo detail. but hot* 1 * a list of action* Crawl, side step (when on 
ledge). Triple lump (with forward somersault). Wall Kick (bounce off wails 
to fain heifht). Side Somersault. Backward Somersault. Continuous 
lump. Long lump. Hang On To Trees. Poles, ledges a Wire Nets. Punch. 
Kick, lump Kick. Throw. Swing. Slide Attack. Slide Kick, Pound The 
Ground and even Trip. Mario can also swim and fly (using the Wing Cap). 


Rating 


Graphics 




Audio 




Gameplay 


Lasting Challenge 



Summing up: 

Believe the hype, it really is the 
world's best videogame 
































































































VIN A NINTENDO 64 AND SUPER MARIO 64 


3e one of the first to own Nintendo’s stunning new hardware! 



Without doubt the Nintendo 6 " is the ultimate games machine. Crammed with the latest 

technology, the N64 is capable of blistering 3D graphics, sensational surround sound, and 
four-player simultaneous action without the need for unwieldy add-ons. To top it all, 
it boasts the biggest and best games of any system. And you’ve got an 
exclusive chance to win a system and software... 

Just read the three questions below and dial 
0930 166156 to leave your answers, name and address. 
That’s all there is to it. The winner will be selected by computer at 
random from all correct entries received. Closing date for the 
competition is April 14th 1997* The winner will be 
informed by April 30th. Good luck! 


QUESTION 1 ^ 

Which one of the following is not a Nintendo game character? 

A. Bowser 

B. Crash Bandicoot 

C. Luigi 


Question 2 

Is the Nintendo 64 a 16-bit, 32-bit or 64-bit machine? 


A. 16-bit 



B. 32-bit 


C. 64-bit 


JESTION 3 


On what format are Nintendo 64 games stored? 


A. CD-ROM 


B. Cartridge 
CDAT 




m 


c> 




WIN! - 


One lucky person will win a fabulous 
Nintendo 6 " system plus the 
ultimate game, Super Mario 6 ". It 
could be you! Check out the 
questions below and telephone 
0930 166156 to leave your 
answers and address - it’s that easy! 


The editor's decision is final. No correspondence may be entered into. Please get permission from the person that pays the phone bill before calling. Calls cost sop a minute. 
The phone message is approximately two minutes in length. The winner will be notified in writing. No cash alternatives. 
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Nintendo 

Paradigm 


Game Type: 
Cart size: 


Flight Sim 
8MB 


Release Date: 
Price: 


At launch 
^ 59*99 



* 


o 
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Those magnificent 


men (and girls) in their flying machines... 
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$ 64 , ooo\ 
Question 

The shocking depth of colour in 
EVERY SCREEN OF PlLOTWlNGS 64 
MAKES IT AN OBVIOUS 64-BIT GAME 
WHEN YOU SEE IT, AS PARADIGM’S 
MILITARY FLIGHT SIMULATION 
KNOWLEDGE HAS CLEARLY HELPED 
THEM IN MAKING THE LANDSCAPES 
AND MOTION MORE REALISTIC THAN 
ANYTHING EVER SEEN ON A HOME 
CONSOLE BEFORE. ON LEVELS WHERE 
YOU CAN FLY CLOSE TO STONE BRIDGES 
OR THE CASTLE, THE DETAIL ON THE 
SURFACES GETS BETTER INSTEAD OF 
WORSE THE CLOSER YOU GET - 32-BIT 
SYSTEMS HAVE THE EXACT OPPOSITE 
EFFECT. 


© Can there be a game with 

more of that crucial pick-up- 
and-play appeal than the 
dazzling Mario 64? Think about it. If 
you have ten minutes before you have 
to be somewhere, that kind of time 
isn’t going to get you anywhere in 
Mario’s world, is it? It usually takes 
way longer than that to complete a 
level, but not with PilotWings. Even if 
you don’t make it, you can play 
through a full test from beginning to 
end within ten minutes. That is the 
reason for PilotWings being more 
friendly and less daunting. Nintendo 
themselves must have great faith in 
this title, if only because the japanese 



Relax. Nintendo would hardly send 

YOU INTO A SCARY NEW WORLD WITHOUT 
AMPLE GUIDANCE. WOULD THEY? FRIENDLY 
ADVICE IS GIVEN BEFORE EACH NEW TEST. 


and American launches of the N64 
were accompanied by just two games: 
Mario 64 and PilotWings 64. 

Take Flight 

The challenges in PilotWings are set in 
the skies above four beautiful islands, 
flying in Hang Gliders and Gyrocopters 
or blasting around using the Rocket 
Belt. As is the custom, further weird 
and wonderful forms of flight become 
available with the completion of certain 
tasks, but most of your time will be 
spent in the air with one of the initial 
three. 

The idea is to graduate from the 
lowest classes for each vehicle to the 



GETTING EACH FORMATION OUT OF THE WAY 
AS QUICKLY AS POSSIBLE. YOU’LL FIT MORE 
INTO THE TIME AND SO GET HIGHER SCORES. 


top. In order to do this, you are set 
various tests which you must perform 
with each of the craft around the 
islands, and these are usually simple 
things like flying through rings in the 
Gyrocopter, or photographing 
something while flying the Hang Glider. 
The differences in control between the 
Gyrocopter, Hang Glider and Rocket 
Belt are huge though, and each will 
take some considerable time to master. 

Beginning with the Gyrocopter, the 
best way to learn to pilot it well is to 
have a good concept of how it works. 
The little propeller at the rear is what 
controls your forward speed, while the 
big propeller above the pilot acts more 



By the time you get to the Jumble 
Hopper bonus game, it shouldn't 

PRESENT ANY SIGNIFICANT PROBLEMS TO 
YOU - YOU'LL BE A PlLOTWlNGS PRO! 





























Pilot Wings 



Flights of fancy 


These cute whales can be found all over the place, emerging 

THROUGH THE SURFACE OF THE WATER. THEY DON’T EXPLODE INTO A 
MASS OF SMOKING BLUBBER WHEN YOU HIT THEM WITH A MISSILE 
THOUGH. 


YOU NEED A CERTAIN KIND OF EITHER FAITH OR INSANITY TO ATTEMPT 
THIS TREACHEROUS, DEATH-DEFYING RUN IN THE HANG GLIDER. ONE 
WRONG MOVE OR GUST OF WIND CAN SEND YOU CRASHING INTO THE 
SIDE OF THE CHANNEL 


fluidity which you can achieve in flight 
is amazing. The limitless supply of 
onboard missiles are still available on 
levels without anything to shoot, so 
you can just fly around launching them 
at boats and buildings if it takes your 
fancy. 

If you’re in any doubt about the 
power of the Nintendo 64, just let your 
jaw hit the floor as you gaze at the 
scenery which passes slowly and 
smoothly below you during flight. 

There is simply no pixelation to be 
seen, and the ground only distorts 
slightly if you land and stare at it - 
not something you need to do. 

Walking in the Air 

The Hang Glider is powered in a very 
different way: just like the real thing, 
you have to depend on certain 
airflows to provide sufficient lift to 
keep you airborne. To make this 
possible in PilotWings 64, creator 
Paradigm has made circular columns 


of warm air visible on both your 
radar and in the playing 
environment, and you sail into 
these zones to lift the Hang 
Glider higher in the air before it 
starts to fall slowly and silently 
again. There is a whole different 
feel to piloting the Hang Glider as 
opposed to the Gyrocopter, 
particularly because there is no 
engine noise, and obviously you 
are flying at a greatly reduced 
rate. A more relaxed, peaceful tune 
plays as you fly too, and enhances 
the airy, floating sensation. 

All you are ever required to do 
when flying the Hang Glider is 
guide it through rings or 
photograph something, sometimes 
both on the 
same level, and 
the aerial - * 

photography is 
made simple for I 
you. )ust hold 


Birdman 1 * 2 

If you can find the right star hidden near 
the coast on one of the islands, you will 

BE GIVEN THE BlRDMAN MODE AS AN EXTRA 

game! Fly around, exploring for an 
unlimited amount of time, not 
constrained any longer by things like 

FUEL OR EVEN WIND - JUST FLAP! 


Cannonball Run 3 

One of the more amusing bonus games 

INCLUDED IS THE CANNONBALL GAME. PICK A 
PILOT, AND FIRE HIM OR HER OUT OF A HUGE 

cannon! The idea is to aim for the 

BULLSEYE ON THE MASSIVE TARGETS ON EACH 
STAGE, BUT REMEMBER TO ALLOW FOR THINGS 
LIKE WIND AND GRAVITY! 


Memory 

Options 


Memory: 

TWO INDEPENDENT 
SAVED GAMES, SIX 
PHOTOS. 

lONTROLLE R PAK: 

Extra save games 
only. 


like the wing of a plane. The A button 
controls how much power goes to the 
back propeller, while the Control Stick 
moves the rudder and flaps at the back 
in full analogue beauty. 

The innovative analogue pad that 
comes as standard with the N64 lends 
itself so well to flying this light aircraft, 
and after a little practice the degree of 


The last stage of 

THE GYROCOPTER 
TAKES PLACE ON 

Everfrost Island 

AND AS WELL AS 
PERFORMING YOUR 
STUNTS, YOU MUST 
WATCH OUT FOR 
FROSTBITE! 


It’s a starry night, and you’re just in time to see the Shuttle launch. 
Take a picture, quick! 


TIME 


SEA LEVEL 
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The Cast 

Due to their different sizes, each of the six characters react differently to your control. They can be split up into small, 

MEDIUM AND, WELL, FAT. 


Lark 1 and Kiwi 2 

Hang Glider: Because they’re so small and light, they 

REACT SENSITIVELY TO THE CONTROL STICK. 

Rocket Belt: They are not so heavily affected by inertia 

AND MOMENTUM AS THE OTHERS, BUT GET BLOWN AROUND BY 
THE WIND RATHER EASILY. 

Gyrocopter: Their size doesn’t bring them any real pros 
OR CONS ON THE GYRO 


Goose 3 and Ibis 4 

Hang Glider: Not so small as to have hyper-sensitive 

REACTIONS, NOT BIG ENOUGH TO BE SLUGGISH. SOMEWHERE IN 
BETWEEN. 

Rocket Belt: As they’re heavier, the wind doesn’t affect 

THEM BUT THEY SUFFER FROM BAD INERTIA. 

Gyrocopter: The best pair for Gyrocopter missions, very 

EASILY MANOUVRABLE 

Hawk 5 and Robin 6 

Hang Glider: These 

CHUNKY OVERFED PILOTS 
ARE SLOW TO REACT ON 

the Hang Glider. Go 
for Lark or Kiwi for 

THESE MISSIONS. 

Rocket Belt: Having 
beefed up Rocket 
Belts to compensate, 

THEY HAVE AVERAGE 
PERFORMANCE AND 
^ REACTIONS. 

Gyrocopter: Like the 
Hang Glider, they are 

FAIRLY DIFFICULT TO FLY 
WITH BECAUSE OF THEIR 
SIZE. NO MORE 
COOKIES. 





Playing 


Guide 






Gyrocopter 

The timer on the Gyrocopter 

TESTS WILL NOT START UNTIL YOU 
START MOVING BY PRESSING A, SO 

there’s no rush to start. The 

RUDDER WILL NOT ACTUALLY MOVE 
EITHER UNTIL YOU LEAVE THE 


GROUND, SO IF YOU WANT TO HEAD 
SOMEWHERE IMMEDIATELY UPON 
TAKEOFF YOU CAN PUSH THE STICK 
HARD TO ONE SIDE AS YOU 
ACCELERATE ALONG THE RUNWAY 
WITHOUT FEAR OF JUST TRUNDLING 
ONTO THE GRASS. THIS IS OFTEN THE 





BEST WAY TO BEGIN THE METAL 

Horizon mission (Test 2 in Class 

B) WHERE YOU ARE ASKED TO 
DESTROY ALL THE TARGETS AND 
LAND. The FIRST TARGETS ARE VERY 
CLOSE TO THE END OF THE RUNWAY 
AND SO YOU CAN OFTEN OVERSHOOT 
THEM STRAIGHT AWAY, USING UP 
VALUABLE TIME HAVING TO FLY BACK 
TO TRY AGAIN. 

Whenever you are playing a 

MISSION THAT REQUIRES YOU TO 


SHOOT SOMETHING, EITHER 
BALLOONS, TARGETS OR MECA HAWK, 
IT IS ADVISABLE THAT YOU SWITCH 
TO THE INSIDE VIEW (PRESS R) TO 

get the Gyrocopter out of your 

FIELD OF VISION WHILE AIMING. 

Because you have no sense of 

THE SIZE OF YOUR GYRO WHEN 
USING THE INSIDE VIEW YOU WILL 
PROBABLY FIND IT MUCH EASIER TO 
MAKE IT THROUGH DIFFICULT SPACES 
SUCH AS UNDER BRIDGES IF YOU 


SWITCH TO THE EXTERNAL VIEW. AS 
FOR LANDING, YOU SIMPLY DON’T 
WANT TO ATTEMPT IT WITHOUT 
BEING ABLE TO SEE THE WHEELS, 
ESPECIALLY AS LANDING IMPACT IS 
ONE OF THE AREAS YOU ARE BEING 
ASSESSED ON. A ROUGH LANDING 
WITH ANY OF THE VEHICLES CAN 
MEAN ANYTHING FROM LOSING A 
FEW POINTS FOR LANDING ACCURACY 

and Landing Impact to a 

BOUNCING SPINNING DEATH. 














































PilotWings 64 




Hang Glider 

The most difficult part of 

FLYING THE HANG GLIDER IS 
GETTING A PERFECT LANDING. 
YOU WILL PROBABLY FIND YOU 
CAN DO THE REST OF THE 
MISSIONS FLAWLESSLY WITH 
PRACTICE, BEFORE YOU LEARN 
THE CORRECT METHOD OF 

landing. This can have the 

EFFECT OF KEEPING YOU STUCK 
IN A CERTAIN CLASS WHICH YOU 
SHOULDN’T BE IN ANYMORE, 
BECAUSE YOUR TOTAL SCORING 
OUT OF 100 CAN SUFFER THE 
PENALTIES OF A BAD LANDING 
AND HINDER YOUR PROMOTION 
EVEN IF THE REST OF THE TEST 
WAS DONE WITHOUT FAULT. 

Get in as low to the ground 

AS YOU POSSIBLY CAN, BUT 
FACING FORWARD SO THE GLIDER 
IS ALIGNED HORIZONTALLY WITH 
THE GROUND, AND COME IN AS 
SLOW AS YOU CAN OVER THE 
LANDING SPOT. JUST AS YOU 
BEGIN TO FLY OVER THE TARGET 
AREA, PRESS AND HOLD A, AND 
IF YOU WERE LOW ENOUGH YOU 
WILL GET A PERFECT LANDING. 


Scoring is awarded on how close your 
pictures are to what the message at 
the beginning of the test said was your 
aim. The most difficult part of the 
Hang Gliding experience however is 


landing the damn thing, and getting 
the perfect landing can be a real 
headache. More on this in our guide 
over the next few pages. 

Control is as you would 


you need to take care not to make the 
glider lose altitude too quickly, as you 
can’t be saved unless you can get to 


down the Z button and the red frame 
appears. When you let go of the 
button, whatever was visible at that 
time within the red border will be on 
your film. You get six pictures per test. 
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bound to knock against a few 
buildings until your confidence 
increases. Moving the control stick 
left or right causes your pilot to 
rotate in that direction, and moving it 
up or down tilts the twin rockets 
forward or back. There are similar 
tests to the other vehicles in that you 
sometimes have to manoeuvre 
through the usual rings, but things 


Sometimes the best way to stay in t* 

AIR LONGER WHEN FLYING THE HANG 

Glider is to take a big dive straight 

DOWN, GAIN SPEED, AND HEAD BACK UP 
INTO THE AIR. 


the next warm updraft. Gently banking 
by just moving the Control Stick a little 
off center, and turning shallow is the 
way to do it. 

Winter Breeze 

The most challenging way to fly is 
with the Rocket Belt though. The 
control is like nothing you’ve ever 
experienced before, and you are 


SEA TOO FAR, PRESS AND HOLD B AS YOU 
DIP THE NOSE AND TURN. THIS WAY YOU 
WON'T WASTE FUEL AND YOU'LL SAVE time! 


it's pretty, prolonged pla 


r>. 


I 


Rocket Belt 

TO BE HONEST, YOU’RE NOT GOING 
TO PICK UP THE NUANCES OF THE 

Rocket Belt as quickly as the 
Hang Glider and Gyrocopter, 
but stick with it. It’s important 

TO LEARN HOW TO INSTINCTIVELY 
SWITCH BETWEEN THE THREE 
TYPES OF POWER WHEN IT*S 
REQUIRED. USE THE Z BUTTON TO 
COME TO A HALT IF YOU’RE HEADED 
FOR A BUILDING OR MOUNTAIN 
SIDE TOO FAST, BUT DON’T RELY ON 
IT UNLESS YOU HAVE TO - IT BURNS 
FUEL AT AN OBSCENE RATE, 
MEANING YOU COULD BE LEFT 
QUITE LITERALLY HIGH AND DRY. 

The B button is very handy too, 

BEING A SOFTER, LESS FUEL 
CONSUMING VERSION OF THE FIERY 
A BUTTON TYPE OF PROPULSION. 

Use B to float through tight 
SPACES, AND THE A BUTTON FOR 
TRAVELLING LARGER DISTANCES OR 
TO PUSH YOU HIGH IN THE AIR IF 
YOUR GOING TO HIT THE GROUND 
AND LOSE POINTS. 

Another tip for success in the 
Rocket Belt stages is to change 

THE CAMERA ANGLES TO GET A 
BETTER IDEA OF HOW CLOSE YOU 
ARE TO CERTAIN RINGS OR 
HOVERING LANDING SPOTS. PRESS 
THE C UP BUTTON TWICE TO GET A 
VIEW WHICH IS ALMOST DIRECTLY 
LOOKING DOWN ON YOUR 
CHARACTER, AND YOU’LL FIND YOUR 
ACCURACY INCREASING FAIRLY 
SHARPLY IN THESE SITUATIONS. 





Meca Hawk 

At take-off, try to keep from 

GOING TOO HIGH ON THE MECA 

Hawk levels. An altitude of 

ABOUT 30 METERS (ABOVE THE 
GROUND, NOT SEA LEVEL) IS ABOUT 
PERFECT FOR YOUR ATTACK. IF YOU 
FLY IN TOO HIGH, PROBLEMS OCCUR 
WHEN YOU REACH MECA HIMSELF, 
LIKE YOU WILL BE FORCED TO POINT 
THE NOSE OF THE GYROCOPTER 
DOWN TOWARDS THE GROUND TO 
GET A DECENT SHOT AT HIM, 
MEANING YOU WILL BE CONSTANTLY 
RISKING A CRASH BECAUSE YOU ARE 
HURTLING AT THE GROUND SO 

often. The Gyrocopter is 

GENERALLY HAPPIER AND EASIER TO 
CONTROL WHEN IT’S LEVELLED OUT 
ANYWAY, SO BEAR THIS IN MIND. 

Because he is so tall, if you fly 

LEVEL AT AROUND 30 METERS ABOVE 
THE GROUND YOUR CROSSHAIR WILL 
BE OVER HIM WHEN YOU HOLD THE Z 
BUTTON, SO YOU NEEDN’T WORRY 
ABOUT HEIGHT, ONLY BANKING LEFT 
AND RIGHT TO GET HIM IN LINE. 

When you think you have a good 

SHOT AT HIM, ALWAYS REMEMBER TO 
FIRE OFF TWO MISSILES AS QUICKLY 
























































PilotWings 64 


can get far more dangerous with the 
Rocket Belt. For a start, the rings will 
often be situated in more confined 
areas, like between the buildings of 
a city, and the odd controls don’t 
make it easy to avoid touching the 
ground every once in a while, and so 
scraping two points each time off of 
your final score. You even end up 
having to navigate your way through 



UNQUAIIFYABLE FRUSTRATION BY ZIPPING 
OFF MISSILES AT QUAINT LITTLE CIVILIAN 
SETTINGS. A HEALTHY MIND IS IMPORTANT 
IN A PILOT, SO TAKE NOTE. 


an underground tunnel that cuts 
through one of the islands, and it’s 
the kind of journey that has your 
heart rate speeding and your hands 
sweating. On later levels you are 
required to push a huge ball around 
the scenery by bumping into it, trying 
to roll it towards the defined target 
elsewhere on the island, and for this 
you really need to master the quirky 



SMOKING CHIMNEY WHILE FLYING THE 

Hang Glider, try not to get too close 

TO THE SMOKE - IT’S HOT! YOU DON’T 
WANT TO END UP BOILED IN THE BAG. 


controls and learn to hover without 
using up too much fuel. 

Birdman of Alcatraz 

The best asset which PilotWings 64 
has is the immense freedom offered 
as you fly around these great 
landscapes, exploring the area for as 
long as there’s fuel in the tank. A trip 
on the Little States island (a scaled 
down version of the USA as the name 
suggests) can keep you enthralled 
for long periods of time, buzzing 
such faithfully reproduced details as 
the Seattle Monument, the Statue of 
Liberty just off little New York, or the 
launching space shuttle at Cape 
Canaveral. 

With moments of both total 
tranquility and frantic action, 
PilotWings 64 is an excellent game to 
accompany your new super console, 
and although it’s pretty, prolonged 
playing has shown that it’s not 
just a looker. 


9 has shown that it's not just a looker 



AS POSSIBLE AFTER ONE 

another. You’ll be surprised 
HOW many times you can catch 
HIM TWICE USING THIS 
TECHNIQUE BEFORE HE YELLS AND 

runs away. Getting two shots 


IN ON A SINGLE FLYBY WILL 
GREATLY REDUCE THE AMOUNT OF 
TIME YOU HAVE TO SPEND IN THE 
AIR TOO, SO YOU CAN LAND MUCH 
SOONER AND PICK UP THOSE 

time points! The most likely 


WAY TO RAPIDLY SHOOT MECA 
TWICE OR MORE IS IF YOU 
MANAGE TO COME IN BEHIND HIM, 
BEARING IN MIND THAT PERFECT 
30 METERS ALTITUDE, AND SHOOT 
HIM IN THE BACK. WHEN THE 


FIRST SHOT HITS, HE’LL RAISE HIS 
ARMS AND RUN AWAY, BUT 
NORMALLY HE’LL RUN FORWARDS, 
SO THE SECOND MISSILE SHOULD 
CATCH HIM TOO BEFORE HE RUNS 
OUT OF RANGE. 




THE 
BOTTOM 

LINE 


Keys 



left • Yellow right: Look right • Yellow 


I Down: Look up. 

D-pad: Not I 

used H| 

Combos 


None 



2: Tikf Pktui*/ 
tiib»«k*/ missiles 





Rating 


Graphics 

Audio 


gijiji 

Gameplay 

Lasting Challenge 

Me* 



Summing up: 

A GAME WITH FANTASTIC GAMEPLAY 
THAT IS BOUND TO BECOME A 

classic. Pick it up. 
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Publisher: 

Developer: 


Konami 

Konami 


Gome Type: 
Cort size: 


Sport Sim 
8MB 


Releose Dote:Now [import] 
Price: £100 [import] 




The N 64 ’s debut soccer sim matches glorious graphics with Pele-uke skilk 



After a blatant foul on the goalie, the San Frecce forward is dismissed by the strictest of 

THE THREE REFEREES IN THE GAME. No WONDER HE’S WAVING HIS ARMS IN FRUSTRATION. 


$64, OOO 

Question 


' To BE FAIR, THIS ISN’T THE SORT OF 
TECHNICALLY STUNNING 64-BIT TITLE 
TO MAKE OWNERS OF RIVAL MACHINES 
GREEN WITH ENVY. THE MOTION- 
CAPTURED PLAYERS AND 3-D VIEWS 
ARE PAR FOR COURSE IN NEXT-GEN 

soccer sims. Indeed Konami is 

ALREADY BUSILY CONVERTING THE 
GAME FOR THE SONY PLAYSTATION, 
WHICH SHOULD PLAY IDENTICALLY, IF 
LACKING SOME OF THE N64’S 
GRAPHICAL DETAIL AND SMOOTHNESS. 


© Football may be a funny old 
game, Saint, but it’s also an 
essential genre for any new 
console to exploit - in both Europe and 
currently footy-mad japan. Well, finally 
the N64 finally has the necessary balls! 
Those soccer supremos at Konami have 
taken the legendary playability of their 
Super NES blockbuster International 
Superstar Soccer and transplanted it, 
with extras and enhancements, into an 
polished polygon 3-D engine for the 


N64. Undoubtedly the star of the last 
Shoshenkai show when previewed 
there last autumn, / League Perfect 
Striker has a strong claim to the 
accolade of best football game ever, 
combining the elusive twin towers of 
skilful gameplay and highly impressive 
visuals. 

The latter are surely the most 
detailed and realistic of any soccer sim. 
Never mind motion-capturing the 
polygon players’ countless varied 


movements for supremely fluid 
animation - they’ve even done the 
same for their many authentic 
gestures. These include appealing for 
free kicks and penalties, helping a 
floored player up, squaring up to an 
opponent who’s just fouled a team¬ 
mate, and raging at the ref after being 
booked. The substitutes even limber 
up before coming onto the field. Such 
incredible attention to detail really 
adds to the authentic 
match atmosphere, 
the 15 different goal 
celebrations proving 
particularly satisfying, 
only aspects missing from the real 
sport are the ability to gob phlegm all 
over the pitch and make Nazi salutes 
to the crowd - probably a good thing 
then. 





Aeroplane 

AS POPULARISED BY JAN AaGE FjORTOFT, THE 
SCORER RUNS DOWN THE PITCH WITH ARMS 
HELD OUT, PRETENDING TO BE A PLANE. 



Hands Up 

There are some subtle variations on this 

ONE, INCLUDING BLOWING KISSES TO THE 
CROWD BEFORE RAISING ARMS ALOFT. 



Pick Up Ball 

When the team are losing with little time 

LEFT IN THE MATCH, THE SCORER PICKS THE 
BALL OUT OF THE NET FOR A QUICK RESTART. 



Side Prance 

Obviously recreating some bizarre 

TRAINING ROUTINE, THE SCORER PRANCES 
SIDEWAYS DOWN THE TOUCHLINE. 











































The goalie makes a stunning save, parrying the ball out - luckily to a nearby defender. On 

THE HIGHEST OF FIVE SKILL SETTINGS, THESE KEEPERS TAKE SOME BEATING. 


) league Pe 


T STOKER 


Memory 

Options 

0 


Memory: 

Save league, tournament 

AND SCENARIO, PLUS CUS¬ 
TOM PLAYERS, FORMATIONS 
AND TEAMS. 

Controller Pak: 

Nothing extra 


Instant Replay 

Naturally, the 3-D graphics can be 
viewed from a choice of distances and 
vertical tilts. Although you can’t rotate 
the pitch for an upfield view as in 
many next-generation soccer sims, it 
would have been detrimental to the 
skilful passing action anyway. 


However, you can rotate the 
view to watch goals and 
interesting incidents on the 
instant replay, complete with 
slow-motion and freeze-frame 
facilities. 

The sole graphical flaw is the 
slowdown in the action which 
sometimes occurs when the 
penalty area is packed with 
men, particularly in four-player 
mode. It’s a minor and occasional 
problem, though, which fails to mar 
the scintillating gameplay. 

Choosing from the selection of real ] 
League teams it’s possible to play an 
exhibition, league season, cup 
tournament or one of several 
scenarios (eg one down with a minute 


to play). A whole netful of match 
options enable you to fine-tune the 
game. As well as toggling various 
rules, such as offside, on/off you 
can select from 16 stadiums and 
three different refs (including a 
card-happy one). A day or night 
game can also be chosen, along 
with weather conditions which 
do make a difference to the play: for 
instance, the players can slip on a 
snowy pitch when trying to turn 
quickly! 

In The Dugout 

Even more impressive is the tactical 
side of the game which features just 
about every formation and strategy 
any manager could dream of. You can 


rfect Striker 

Bound for 
Europe 

The great news for aspiring European 

N64 OWNERS IS THAT WE’LL ONLY HAVE TO WAIT 
A COUPLE OF MONTHS AFTER THE MACHINE’S 
OFFICIAL LAUNCH FOR OUR OWN REVISED 
VERSION OF THE GAME. TITLED INTERNATIONAL 

Superstar Soccer Pro, it’ll play identically 

BUT REPLACE THE |APANESE VERSION’S ) LEAGUE 
SETUP WITH INTERNATIONAL SIDES AND 
FICTIONAL TOURNAMENTS: A 36-TEAM LEAGUE 

and World Cup-style competition. It’ll also 

FEATURE A FULL ENGLISH COMMENTARY INCLUDING 
WITTY ONE-LINERS AND CRIES OF “SCORCHIO!” 
AND ‘‘GOOOAAAAAAL!’’ 


even fiddle with individual player 
positions and defence/midfield/ 
forward zones to create your own 
custom tactics which can be saved to 
Controller Pak, along with edited 
players and teams. Up to four 
strategies, such as offside trap and 
pressing game, can be allocated to 
buttons for instant activation during 
the match - so if you’re one down with 



Swinging Arms 

Originated by Brazilian Bebeto, this is 

MEANT TO EMULATE ROCKING A BABY TO SLEEP. 

You’re not holding my kid, mate. 



Twin Roll 

This time the scorer is joined by a team¬ 
mate FOR A SIMULTANEOUS FORWARD ROLL. I 
WOULDN’T TRY THIS ON A MUDDY PITCH. 


Celebrate in 
Style 

3 Not content with the traditional 

HANDS UP OR SNOGGING TEAM¬ 
MATES, THE PLAYERS IN PERFECT 

Striker emulate their real-life 
counterparts with bizarre 

DISPLAYS OF JOY AFTER SCORING A 

goal. There are no less than 15 

DIFFERENT CELEBRATIONS TO ENJOY, 
CHOSEN AT RANDOM OR DEPENDING 
ON THE GAME SITUATION. HERE’S JUST 
A FEW... 





The main strategic menu lets you make 

SUBSTITUTIONS, SWITCH FORMATIONS, 
ALLOCATE STRATEGIES, ORGANISE MAN-TO¬ 
MAN MARKING AND MUCH MORE. 
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A Quick 
One-Two 

© Although not as easy to 
perform as the through ball, the 
one-two function can be very 
effective and satisfying when 
pulled off. A quick double-pass, 
it’s great for getting around 
stubborn defenders. 

1. The defensive line is holding 

FIRM, SO THE FORWARD PASSES TO 
THE UNMARKED NUMBER 3. 

2. He automatically flicks the 

BALL FORWARD FOR THE ORIGINAL 
PLAYER TO RUN BACK ONTO. 

3. Receiving the ball, he’s well 

CLEAR OF THE DEFENDERS WITH ONLY 
THE KEEPER TO BEAT. 



Barge 


Not to be confused with the legitimate 

BARGE TACKLE, THIS IS A BLATANT BODY-CHECK 
TO KNOCK AN OPPONENT OFF THE BALL. 

Depending on the referee, and the 

POSITION ON THE FIELD, IT CAN RESULT IN A 
YELLOW OR EVEN RED CARD, SO IS BEST KEPT 
AS A LAST RESORT. 


Oi! Keegan! 

No! 

Your team’s performance on the pitch 

IS INFLUENCED CONSIDERABLY BY A WHOLE 
RANGE OF MANAGERIAL DECISIONS. IN 
ADDITION TO A HUGE SELECTION OF 
CUSTOMISABLE FORMATIONS, THERE ARE 
STRATEGIES FOR EVERY OCCASION, TACTICAL 
SUBSTITUTIONS, MAN-MARKING AND 
SPECIAL PLAYER ROLES. 




Line-Up 

THE DEFAULT TEAM LINE-UP IS NOT 
NECESSARILY THE BEST. THE COLOURED FACE 
NEXT TO EACH PLAYER INDICATES HIS CURRENT 
FORM, WHILE THE BAR REPRESENTS STAMINA. 
IF EITHER IS LOW, IT’S PROBABLY A GOOD IDEA 
TO LEAVE HIM ON THE BENCH. 



Substitutions 

Up to three substitutions can be made 

DURING A MATCH, WHILE THE BALL IS DEAD. 
YOU MAY WANT TO SUBSTITUTE A BOOKED OR 
TIRED MAN - OR BE FORCED TO REPLACE AN 
INJURED ONE. YOU CAN ALSO SWITCH PLAYERS 
AROUND IF ONE IS SENT OFF, SO A HOLE ISN’T 
LEFT IN THE DEFENCE. 



DECISION - YOU CAN TURN THIS RULE OFF. 


a minute to play, you can easily switch 
to all-out attack without flicking 
through any menus. Individual players 
can also be assigned special roles, 



THE KEEPER GUARDS THE NEAR POST AS AN OPPOSING STRIKER DRIBBLES INTO THE PENALTY AREA. 

Someone better make a challenge soon or he'll have a clear shot at goal 


such as sweeper and striker; or made 
to man-mark opposing star players. 
Strategic substitutions also prove vital 
as players become tired or are 
stretchered off after a bad tackle. 

Don’t worry if you’re not a tactical 
anorak, though, as the arcade-style 
gameplay is simplicity to get to grips 
with. The controls are surprisingly 
instinctive, despite the impressive 
number of skills which can be 
performed. You name it, these players 
can do it: intricate passing, powerful 



The players celebrate with some 

JUBILANT FANS AFTER ANOTHER GOAL. 

There are IS different celebration 

ANIMATIONS TO ENJOY. 



Chip 


With defenders rarely missing headers, 

THE LONG BALL UP FRONT ISN’T THAT 

productive. However, a deft little chip 

HERE AND THERE CAN BE USEFUL. IN ADDITION, 
THE CHIP BUTTON AUTOMATICALLY RESULTS IN 
A GOAL-MOUTH CROSS FROM POSITIONS NEAR 
THE BY-LINE. 



Header 


There are three main types of header in 
the game: fuck upwards, nod 
downwards, and power. If the ball is only 
just within range, the player will also 
dive for it. The header can be accurately 

DIRECTED WITH POWER INCREASED BY 
HOLDING THE BUTTON. 



Lift 


NO, NOT SOMETHING THE STAR STRIKER GETS 

from his Page 3 girlfriend after the game! 
The player in possession cleverly lifts 

THE BALL STRAIGHT UP INTO THE AIR WITH HIS 

LEG, thus enabling him to head or volley 

IT. A CHEEKY MOVE TO ANNOY OPPONENTS. 














































































) League Perfect Striker 


- 



Formations 

There are 16 standard formations to 


CHOOSE FROM, SO THERE SHOULD BE ONE TO 
SUIT YOUR STYLE OF PLAY. THEY RANGE FROM 
THE STANDARD 4-4-2, 5-3-2 AND 4*3-3, TO 
EXOTIC ONES LIKE 1-5*4 - BLIMEY, HAVEN’T 
THEY EVER HEARD OF DEFENCE?! 



Zone Positioning 

Any of the set formations can be 

TWEAKED BY ALTERING THE DEFENSIVE, 
MIDFIELD AND FORWARD ZONES. SO IF YOU 
PREFER TO PLAY YOUR DEFENDERS DEEP TO 
BETTER GUARD THE GOAL-MOUTH, YOU CAN 
SIMPLY MOVE THEM FURTHER BACK ON THE 
PITCH MAP. 



Player Positioning 


In addition to moving the zones, you can 

REPOSITION ANY INDIVIDUAL PLAYERS IN A 
FORMATION. FOR INSTANCE, YOU MAY WANT 
ONE CENTRAL MIDFIELDER TO STAY DEEP 
WHILE THE OTHER PUSHES FORWARD. CUSTOM 
FORMATIONS CAN BE SAVED TO CONTROLLER 
PAK. 



Strategies 

Even with the ideal formation, you’ll 

NEED A RANGE OF SPECIAL TACTICS TO DEAL 
WITH DIFFERENT OPPONENTS AND MATCH 
SITUATIONS. UP TO FOUR OF THE EIGHT 
STRATEGIES CAN BE ASSIGNED TO BUTTONS 
FOR INSTANT ACTIVATION DURING PLAY. 




cancel* start 


scored here. Although many come 
from rebounds - leading to exciting 
goal-mouth scrambles as the 
defenders frantically try to 
clear - you need to string 
decent moves together 
to create chances in 
the first place. This 
is particularly 
satisfying in multi¬ 
player mode, 
requiring a good 
deal of co-operation 
from team-mates; 
although switching of 
control between on-field 
players can be perilously 
confusing when defending, 
resulting in silly mistakes and 
accusations of bung-taking! 

Great-looking, supremely playable 
and brilliant fun with a group of 
friends, Perfect Striker has already set 
a league-topping standard which 
subsequent soccer rivals will find very 
hard to emulate. 


Silky Skills 

One of the game’s most impressive aspects is the number of ball 
skills at your disposal. Here are just some of the ones you’ll need in order to score. 


shots, delicate chips, overhead kicks, 
shuffling dummies, heel flicks, and no 
less than three types of header. 
Aftertouch can also be 
applied to swerve 
shots and chips, 
although the 
effect is quite 
subtle. For once, 
decent one- 
twos are 
actually 
achievable in a 
football game, but 
the real star of the 
show is the through- 
ball facility, sending a 
defence-splitting pass for a 
forward to chase. 


Not Perfect But... 

The final result is a realistically varied 
game with no shortage of skilful play. 
Five levels of CPU intelligence provide 
plenty of challenge, along with the 
same number of keeper settings. 

There are no easy sure-fire ‘bug’ goals 


Any BRAZILIAN WOULD BE PROUD OF THE BALL SKILLS IN THIS GAME. OVERHEAD KICKS ARE 
PARTICULARLY SPECTACULAR - AND THE ULTIMATE WAY OF SCORING A GOAL. 



Overhead 


Shuffle 


Shot 


Slide 


When trying to head a ball in the air, this 

IS ACTIVATED INSTEAD WHEN THE FORWARD’S 
GOT HIS BACK TO GOAL, WHEREUPON HE 
SWINGS HIS LEGS SKYWARDS. It’S NOT THAT 
EASY TO SCORE WITH, HOWEVER, AND CAN BE 
DEAD EMBARRASSING IF YOU MISS THE BALL 
ALTOGETHER! 


This nifty move is great for fooling 

DEFENDERS, PARTICULARLY JUST BEFORE 
TRYING TO RUN STRAIGHT PAST THEM. TAPPING 
THE DASH BUTTON MAKES THE PLAYER IN 
POSSESSION SHUFFLE HIS FEET OVER THE BALL 
A COUPLE OF TIMES. FLASHY STUFF. 


Although pressing the shoot button 

AUTOMATICALLY HOOFS THE BALL TOWARDS 
GOAL (EVEN IF YOU’RE SLIDING BACKWARDS!), 
YOU’LL NEED TO ALTER THE DIRECTION TO 
SWERVE IT PAST THE KEEPER. THE POWER 
DEPENDS ON HOW LONG YOU HOLD THE 
BUTTON. 


An alternative to the standard barge 

TACKLE, THIS CAN RESULT IN A FOUL IF 
MISTIMED OR DONE FROM BEHIND - THUS IT*S 
NOT ADVISABLE IN YOUR OWN PENALTY AREA. 
YOU CAN ALSO SLIDE FOR A LOOSE BALL TO 
INTERCEPT PASSES AND EVEN SCORE GOALS. 



© 

© 


magazine Volume l 1997 







































































magazine Volume 1 19,7 



Review 




The players go bananas after another 

SUPERB GOAL. THANKFULLY THE REF NEVER 
BOOKS ANYONE FOR OVER-CELEBRATING, 
OTHERWISE THEY’D ALL BE OFF! 




Playing it 
Through 

• One of the most useful facilities 
• in the game is the through ball. 
Instead of passing straight to a 
team-mate, the ball is sent 
ahead of him to chase. If timed 
well this can split the defence, 
but you’ve got to watch out for 
offsides. 

1. About to be tackled by an 

OPPONENT, THE PLAYER PASSES TO A 
TEAM-MATE RUNNING FORWARD. 

2. The ball is delivered far 

ENOUGH AHEAD FOR THE RECIPIENT 
TO KEEP RUNNING ONTO IT. 

3. Collecting the pass, he’s 

ALREADY PAST ANOTHER OPPONENT 
AND CAN GALLOP INTO OPEN SPACE. 



One and one with the keeper, he slots it calmly into the corner. It’s also possible to go 

ROUND THE GOALIE OR, TO BE REALLY FLASHY, FLICK IT RIGHT OVER HIS HEAD. 




There are a large range of formations to suit every playing style. These can also be 

CUSTOMISED BY MOVING PLAYERS AROUND AND THEN SAVED TO CONTROLLER PAK. 






Keys 


THE 
BOTTOM 

LINE 



Combos 


A+B:Push 

L + U/R/D/L: Activate any of four 
strategies 


Rating 


Graphics 

ee«i«i 


Audio 


Gameplay 

■ 


Lasting Challenge 

?ji rfi t'p n h 



Summing up: 

The most playable football game 
around. Well worth swapping 

THAT BROWN ENVELOPE FOR. 


























































































INTERTAIN 

FOR IMPORTS & UK GAMES 

HARDWARE - PERIPHERALS 

ACCESSORIES maysrorion 


4) NINTENDO. 64 All the latest Games Memory Cards 

MadCate £o5 

USA Console & G^me £310 or less 



Joy Pads £14 
PSX £183 


Joy Pads £35 Memory £22 
Games from £65 
Tel: 0)81 <*599149 Fax: 0181 4026560 

Email: intertaiif@cix.compulink.co.uk 
www.on-line.co.uk/Intertain/welcome.htm 







ItoyStotlon 


£229 


Tel: 0410 566515 Fox: 01908 640162 Tel: 01908 640040 

US Nintendo 64 US & JAP N64 Universal PlayStation (pock 1) 

Mario 64 aCALLFOR Mario Kart 64 
llOvStepdown * LATEST Shadows of the Empire 

IL6B Lead L PRICE Doom 64 

Starfox 64 
Rev Limit 
Perfect Striker 
Doctor V64 Yoshi's Island 

K64 Backup System + more 


1 Joy Pod 
Demo Disk 
RE Lead 

Universol PloyStotion (pock 2) 


plus... 


128 MEG 
TO Module 
PC Compatible 
Coi! for Detoils 



As for pack 
Scart Lead 
Memory Cord 
+ 1 of the gomes below: 
Rage Racer IJAPi 
Soul Edge (JAP) 

Resident Evil 2 (US) 

■■■ ONLY m 

[limited period only) 

We Will Try To Beat ANY Advertised Price 

PLAYSTATION CONVERSION 

Have your PSX converted to run UK, US+JAP games without need for disk swap. 

Only £29.99 with full fitting instructions (Professional fitting service £10). 
Next day delivery available. 

PlayStation repairs undertaken. Call tor details. 

WILD IMPORTS, 1 R1BBLE CRESCENT, BLETCHLEY, MILTON KEYNES, MK3 7QF 


X^isia ns 


Part Exchange Specialists 

New and Used Games at Discount Prices 

NINTENDO 64 CONSOLE AND GAMES 

0 Now In Stock 

PLAYSTATION UK & IMPORT _ 

Always Available 

Tel/Fax: 

0113 2613424 

naan 

k ri ' Next Day Delivery 


Visions. 728 King Lane, 
Leeds, LSI7 7BA 
7 days till 9.30 p.m. 


VIDEO GAME CENTRE 

WE STOCK:- PLAYSTATION. SATURN. NINTENDO 64. 300. NEO GEO. JAGUAR. SNES, MEGADRIVE. GAMEBOY. LYNX. 

NINTENDO 64 SEGA SATURN PLAYSTATION 


Nintendo 64 USA SCART 
240v (Plays Jap games too!) £275.00 
Mario 64 (USA) £75.00 

Star Wars (USA) £89.99 

Cruisin USA (Asian) £59.99 

Mario Kart ♦ Joypad (JAP) £99.99 

J. League (JAP) £99.99 

NBA Hangtime (USA) £79.99 

4 x Memory Card £29.99 

Coloured Joypads £39.99 

JAP/USA Converter £19.99 

Steering Wheel £89.99 

Game Books £14.99 

Starfox 64 coming soon 

Turok coming soon 

Nintendo 64 (UK Version) coming soon 


Fighters Megamix (JAP) 

£49.99 

Die Hard Arcade (JAP) 

£59.99 

Daytona Circuit (JAP) 

£59.99 

Dragonforce (USA) 

£59 99 

Dark Saviour (USA) 

£49.99 

Blast Wind (JAP) 

£49.99 

Hyper Duel (JAP) 

£49.99 

Funky Boxers (JAP) 

£49.99 

Christmas Nights (JAP) 

£14.99 

SF2 Punk (JAP) 

£59 99 

Thunderforcc Gold 1 

£29 99 

Thunderforce Gold II 

£49.99 

Tactics Ogre (JAP) 

£59.99 

Airs Adventure (JAP) 

£59.99 

Bomberman (JAP) 

£39.99 

Manx TT 

coming soon 

Albert Odyssey (USA) 

coming soon 


Soul Edge (JAP) £74.99 

Toshinden 3 (JAP) £69.99 

Raystorm (JAP) £79.99 

Raytracer (JAP) £74.99 

Final Fury Real Bout (JAP) £69 99 

Speedking (JAP) £69.99 

Final Fantasy VII (JAP) £CALL 

Samurai Shodown 3 (JAP) £49.99 

♦ we have lOOs of USA A UK games in 
stock. 

NEQ QEQ 

Samurai Shodown 2 Cart £59.99 

Top Hunter (CD) £29.99 

Samurai Shodown 4 (CD) £59.99 

King of Fighters 96 (CD) £49.99 

Metal Slug (CD) £59.99 

Twinkle Star (CD) £59.99 


4 WE HAVE LOADS MORE GAMES IN STOCK 
1” CLASS POST - FREE! Small Software 
_ 888 WIMBORNE ROAD, BOURNEMOUTH, BH9 2DR 

B3TH/FAX-0I202 587314 



MARIO 64 
PILOT WINGS 64 
NAVE RACER £64.99 A 


MORTAL KOMBAT TRILOGY £64.99 B 
KILLER INSTINCTS GOLD £64.99 l 
CRUISIN' USA £49.99 

GRETSKY 3D HOCKEY £ CA 

NBA HANGTIME 


i p.\j ±i £7rT£/3j 


rwTT-KiqTJ 


GOLDENEYE 
MISSION IMPOSSIBLE 
DOOM 64 


rr 




AYS A WEEK 


SKILL 


L ACADEMY 

PO BOX 5913 
EALING,wONDON 
wi,3 9ZX 




^ £)<§> W13 9ZX 

0181 567 9174 
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FLY USING IN-GAME GRAPHICS. HERE WE 
SEE THE HEAVY-WEIGHT DAVE MARINER. 



Ayumi CUTS INSIDE A COMPETITOR ON THE 
Sunny Beach course. Although there's 

ONLY FOUR COMPETITORS, THEY’RE BOTH 
SMART AND VERY AGGRESSIVE! 



THE INTRO SEQUENCES, DEMONSTRATING 
HOW WELL THE GRAPHICS HOLD UP IN 
CLOSE-UPS NEVER NEEDED IN-GAME. 



intro jump. Similar effects reoccur in 


ONE PLAYER MODE, WITH SUNSET BAY 
BEING THE MOST DRAMATIC EXAMPLE. 



Simply impossible on 32 bit, unbelievably awesome on Nintendo 64 ! 



$64, opo\. 
Question xy 

^ Only the N64 provides enough 

POLYGONS AND COLOUR DEPTH FOR 
WATER TO LOOK THIS GOOD AND BE 
TRULY INTERACTIVE DURING PLAY. 

w Lighting effects are (literally) 

DAZZLING AND AGAIN EMPHASISE THE 
N64’S SUPERIOR ARCHITECTURE. 

^ Such stunning graphics are 

AMAZING IN ONE PLAYER MODE, BUT 
PROVIDING THE SAME EXPERIENCE 
TWICE OVER IN SPLIT-SCREEN MODE IS 
MIND-BLOWING. A 


© Imagine a game where you 

start racing into a wall of mist, 
flitting across the water as a 
flock of ducks fly overhead, the beat of 
their wings slightly muffled by the fog. 
As you race on, the fog slowly burns 
away so you can see reflections 
rippling in the calm water. 

Other riders hustle around you, and 
at a vital moment you’re pushed off 
course and into a wooden post. Your 
rider is hurled backwards, your jetski 
shoots vertically upwards, spinning 
like a top. A moment later, your rider 
reappears, shakes her head and pulls 
herself back on-board. The engine’s 
pitch changes as a fine spray rises 
about the jetski’s hull, while your rider 
bobs and dips according to every 
movement, every wave. 

Describing WaveRace 64 is like 
writing a game novella - one with all 
those arty, realistic touches which 
writers love to do but you just know 
won’t be in the game. Things like 
schools of fish darting under the 
water. Like sunlight flaring across your 
visor and blanking your view. Things 
which only Nintendo would dream of 
doing, and only the N64 could handle. 
The N6 a’s first racing game is the 


most innovative in years and 
arguably the finest to 
date. A videogame 
landmark, it 
seamlessly 
combines 
astonishing 
graphical 
originality 
with 

innovative 
design and 
fiendishly 
addictive 
gameplay. 

The game 
begins with a 
high, angled camera 
pan over speeding 
jetskis. The fluid realism of the 
ocean is stunning, an undulating 
cascade of transparency and reflection 
effects well beyond anything yet seen 
in the arcades. The jetskis are brightly 
texture-mapped, as are their riders 
which, although a little blocky, are 
superbly animated - heightening the 
sense of speed and drama. 

Background graphics begin with a 
small island, but subsequent levels 
prove the N64’s ability to handle far 


more complex scenes. A neon-lit 
city at night, a 

supertanker and some 
icebergs provide 
interesting later 
challenges. 
Nevertheless, 
it’s the water 
which is the 
main star, 
effortlessly 
varying 
between a 
f calm, gentle 
swell to huge, 
stormy waves 
that make steering a 
real struggle. 

Stormy Weather 

On most race-games, winning is 
principally a case of braking as late as 
possible into a corner, and stomping 
on the accelerator a few milli-seconds 
later. Apart from overtaking, the racing 
line is identical from lap to lap. With 
Wave Race 64, the ‘track’ is never the 
same and you’re constantly adjusting 
your line to the waves. This is 
obviously exaggerated with stormy 
conditions, but even calm conditions 


































Wave Race 64 



require close attention - especially 
when a gentle swell can usefully lift 
your jetbike over a line of mines! 

The variability of the sea is cleverly 
combined with how buoys are used to 
outline the course. Basically, each 
buoy you pass correctly gives you a 
speed-up (to a maximum of five). Go 
around a buoy on the wrong side, 
however and you lose all power-ups, 
plus one of five ‘lives’. This deepens 
the tactical element since it opens up 
the possibility of short-cuts, 


particularly on the final approach to 
the finishing line. It also provides a fair 
penalty system for when stormy 
weather pushes inexperienced players 
off track. 

Basic controls are surprisingly 
simple: ‘A’ provides power, and the 
analogue stick controls both direction 
and your biker’s stance. Pushing the 
down-right diagonal has your biker 
crouching right, dramatically 
tightening the turning circle). There’s 
no brake and it’s worth knowing that 



Widescreen Wave Race 



Wave Race's exceptional graphics push even the N64’s capabilities so the 
NTSC VERSION REDUCED the screen size via a stylish widescreen mode. 


steering is directly related to 
power - ease off the accelerator 
and your jetski turns like a 
supertanker! ‘R’ and ‘B’ can 
‘dampen waves’ and ‘slide on 
water’ respectively, but these are 
subtle effects which most people 
won’t need initially. The overall 
feel is extremely simple and 
direct, a perfect interface 
between jetski and wallowing 
waves. A few laps get you 
acclimatised....and addicted. 

Champion, simply 
champion 

As you’d expect, there’s a choice 
of four jetski/riders ranging from 
the nimble Ayumi Steward (the 
sole female) to Dave Mariner who 
boasts a high top speed at the 
price of handling. These jetskis 
can be further refined via 
customisable options (handling, 
engine and grip). The maximum 
number of jetskis is just four which, 
although initially disappointing, turns 
out to be quite sufficient. The Al of the 
riders is considerable, including some 
very aggressive moves when 
overtaking. Realism is further 
emphasised by varying performance: 
rather than lapping like robots, they 
behave differently for each lap and can 
make mistakes just like human 
competitors. This means you should 
never give up, particularly when an 
extra point or two can be vital later on. 

Winning in each of the four 
Championship Modes isn’t hugely 
difficult, but that’s far from the whole 
story. A split-screen two player mode 
has almost infinite replay value. 


Memory: 

Top three race races 

TIMES AND BEST 
SINGLE LAP TIME ARE 
SAVED FOR EACH 
CIRCUIT (EXCEPT IN 
REVERSE MODE, 

WHERE IT’S JUST ONE 
BEST RACE TIME AND 
ONE BEST SINGLE LAP 
TIME RECORDED). THE 
BEST THREE STUNT 

Mode scores are 

ALSO SAVED FOR EACH 
TRACK. 

Controller Pak: 

This allows players 
to save more custom 

jETBIKE SETTINGS, AS 
WELL AS OFFERING THE 
OPTION TO UNIFY YOUR 
BEST TIMES WITH A 
FRIEND'S. 



Although there’s no computer players 
in this mode you can select any track 
in any skill level which you’ve reached 
in Championship mode. That’s a grand 
total of 29 track permutations! Even 
further lastability is provided by Stunt 
Mode which is basically a whole new 
game in its own right. 

Three Out Of Three 

Overall, Wave Race 64 has turned out 
to be a dark horse of Grand National¬ 
winning quality. The stunning 
graphics, immaculate playability and 
entirely original handling make for a 
game like no other. As much as for 
Super Mario 64 or Mario Kart 64 y Wave 
Race 64 alone justifies the cost of the 
N64. 


Memory 

Options 
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Course for Celebration 


Unlike Mario Kart 64, Wave Race 
provides a strict Championship Mode 
which holds back two complete 
courses until players have earned 
them. There are six courses initially, 
but if you beat these in Normal 
Championship Mode an extra track is 
added for Hard Championship Mode. 
Beat those and you get one more 
track, making a total of eight for the 
Expert Championship. Place first in 
this and the Reverse Championship 
appears. Further lastability is provided 
by the way course layouts vary 
depending on the skill level and, for 
some courses, even vary from lap to 
lap. 

The game awards seven points for a 
win, four points for second, two for 
third place and one for fourth. Each 
track has a minimum points 
requirement, so if you get a few first 
places, you need not even finish on a 
later track to progress. This lessens 
the chance of getting bogged down on 
a single track, while retaining a 
reasonable overall difficulty level. 



Dolphin Park 

This course only 
features in the 
Championship Mode 
as a warm-up area - 
players can follow a dolphin around 
various obstacles to become 
accustomed to their jetski’s handling. It 
also offers a guide to all the controls 
and stunts via scrolling text messages 
at the bottom of the screen. In Stunt 
Mode, you can score points here 
however. 



Scrolling text, and a playful dolphin 

ENCOURAGE NOVICES TO GET TO GRIP WITH 
BASIC CONTROLS AS WELL AS ADVANCED 

stunts in Dolphin Park. 



Superb character animation even 
EXTENDS TO A PONY-TAIL FLOUNCING. 
JETSKI-PUNCHING SULK IF AYUMI FAILS TO 
QUALIFY FOR THE NEXT COURSE. 



Sunny Beach 

The first 
proper 
course 
couldn’t be 
simpler: an elongated oval 
stretched around a small 
island. On the first Normal 
Championships, even the 
buoys are simply arranged. For 
beginners it’s a valuable 
introduction to racing 
technique, for experts it’s a 
ferocious speed trial where 
only near-perfection (or luck) 
will beat Dave Mariner. 

Tips: To win, you must take the 
corners tighter than the 
computer players dare - cut in 
tight enough to practically 
brush the fence posts, but 
don’t forget 
your exit angle 
must be in line 
with the next 
buoy. 


TIAM . 



Cutting corners as tight as possible 

IS THE KEY TO VICTORY ON SUNNY BEACH. 


Stunt Mode 

Each of the eight main tracks, plus the practice track, has a 
Stunt version. In this mode, dozens of rings provide an 
optimum course with the point score increasing for each 

RING THE PLAYERS DRIVES THROUGH: 50 POINTS FOR THE FIRST 
RING, 100 POINTS FOR THE SECOND, 150 POINTS FOR THE THIRD 
etc. Miss one ring, and the scoring resets so you only get 

50 POINTS FOR THE NEXT RING. THE RINGS ALONE ARE A TOUGH 
CHALLENGE, BUT THERE’S ALSO SEVEN STUNTS - SUCH AS 
HANDSTANDS, BARREL-ROLLS AND UNDERWATER DIVES, EACH WITH 
A SPECIFIC POINTS SCORE. TO SCORE HIGHLY, YOU MUST PERFORM 
ALL THESE STUNTS ON A TRACK, WHILE SIMULTANEOUSLY MAXXING 
OUT ON THE RINGS. EVEN MORE POINTS CAN BE EARNT BY COMBO 
STUNT MOVES. THERE’S ALSO A STRICT TIME LIMIT FOR EACH TRACK 
SECTION, WITH BONUS POINTS FOR TIME REMAINING WHEN YOU 
CROSS THE LINE. 

Achieving maximum points for a track is a lot more 

DEMANDING THAN WINNING THE REVERSE MODE CHAMPIONSHIP, 
AND ADDS CONSIDERABLY TO THE GAME’S LASTABILITY. EVEN 
BETTER, YOU CAN USE THE STUNT MOVES IN THE OTHER GAME 
MODES. The UNDERWATER ‘SUBMARINE’ DIVE IS VITAL FOR THE 

Twilight City track. Best of all, when you’re in the lead in 
Versus Mode you can pull off handstands to truly 

HUMILIATE YOUR OPPONENT. TOP FUN! 


It’s possible to ietski through rings 

WHILE DOING A HANDSTAND, AND IS GOOD 
PRACTICE FOR USING THE STUNT TO MOCK 
FRIENDS IN TWO PLAYER MODE. 


Sunset Bay 

Rougher weather 
conditions combine 
superbly moody, 
orange-drenched 
lighting to present players with a 
tougher challenge. There’s a fun leap 
followed by a sharp turn and buoys 
arranged for slaloming. As difficulty 
rises, so do the number of buoys and 




Sunset Bay boasts some of the game’s 

MOST STUNNING LIGHTING EFFECTS. 




YOU CAN STEER BACKWARDS (01), DO 
BARREL ROLLS (02), FORWARD FLIPS 
(03 & 04) AND EVEN HANDSTANDS (05) 
FOR EXTRA POINTS. WORKING IN ALL 
THE VARIOUS STUNTS WHILE BEATING 
TIGHT TIME LIMITS, AND COLLECTING 
ALL THE RINGS. IS A CHALLENGE WHICH 
WOULD MAKE TORVILLE AND DEAN 

sweat. Thankfully, there aren’t any 
dodgy European judges awarding 

POINTS ON ‘ARTIST MERIT.’ 









































































Wave Race 64 



Drake Lake 

Although the plan view suggest a simple diamond 
course, the closing stretch runs straight through 
several wooden posts. Its takes a steady nerve to 
slalom through and, of course, as the difficulty 
increases so does the number of 
posts and buoys... 

Tips: On Normal setting, getting 
through the posts is simply a matter 
of spotting the straight-line path 
through and sticking to it. Even on 
harder settings, the trick is more 
seeing the racing line than any 
complicated manoeuvres: don’t panic! 




FENCE POSTS BECOMES A LOT EASIER. THERE’S 


NOTHING BETTER THAN SPEEDING THROUGH 
HERE AS COMPETITORS CRASH ALL AROUND. 



On the last lap, you can really 

APPRECIATE THE MIRROR EFFECTS GENTLY 
RIPPLING IN THE WATER NOW THE FOG’S 
BURNT AWAY COMPLETELY. 


sharpness of the turns. 

Tips: Don’t wimp out, angle the jump 
so you practically land on the next 
buoy for the best possible racing line. 
On the final turn, ignore the buoys and 
go straight forward along the edge of 
the mine field. You’ll run alongside the 
finishing line and cut out an entire 
turn! 



Marine Fortress 




Dark overcast skies set 
the scene for the most 
storm-tossed course of 
all. The opening 
straight meets a long stone ridge: 
cautious players go round it, braver souls 


hope for a wave to lift them over. The next 
section features scattered garbage, again 
dividing players into the sensible and 
foolhardy. On Hard level, a rusty gate lifts 
to reveal a shortcut through the fortress 
which is so narrow, with so much floating 
rubbish, many players might initially 


prefer the long way round! 

Tips: The water will lift you over the 
stone ridge 75% of the time, so use it to 
get in front but be more careful in the 
lead. The garbage is much harder to 
read and is best avoided, unless you’re 
way behind. 







magazine Volume 1 1,97 


























































































magazine Volume 1 1997 



Review 


Two Player Mode 

Although this mode omits the computer 

PLAYERS, GRAPHICAL DIFFERENCES FROM ONE PLAYER 
MODE ARE SURPRISING FEW AND UNNOTICEABLE IN 
COMPETITIVE PLAY. THE OPENNESS OF THE COURSES 
PROVIDES A VERY RICH, TACTICAL ELEMENT WITH 
PLAYERS CONSTANTLY REFINING THEIR ROUTES TO 
SHAVE SECONDS HERE AND THERE. A TOTAL OF 29 
TRACK PERMUTATIONS, PLUS FOUR RIDERS TO 
CHOOSE FROM AND CUSTOMISABLE JETSKIS, 

PROVIDES MASSIVE INSTABILITY. 


H A beautifully 
detailed 
helicopter 
plays 

homage to Namco’s Ridge 
Racer , hovering over a course 
which, all by itself, 
comprehensively trounces the 
PlayStation’s graphics demo for 
lasting challenge. On Normal 
Setting, the track is a relatively 
simple voyage around a 
supertanker and through a wide 
corridor running into the port. On 
Hard, a second, faster but 
extremely narrow route is offered 
through the port. On Expert, the 
easy route is removed and the 
buoys demand incredibly tight 
turns even on the open sea. 

Reverse mode is perhaps the 
ultimate nightmare, giving plenty of 
opportunity for players to admire 
the perfectly sampled sound of 
jetskis clanging into metal walls 
again and again. 

Tips: Bend those knees! The tunnel 
shortcut is vital for success on any 
level other than Normal. To get 
through, you must put your rider into 
a crouch and anticipate turns before 
you get to them. Pay attention to the 
warning arrows (except on Reverse 
Mode!). 


MAH 


MAH 


Suddenly, the stunning helicopter 

WHICH OPENED RlDGE RACER LOOKS 
RATHER CRUDE. THE SMOOTH CONTOURS 
AND SUBTLE COLOUR GRADUATIONS ARE 
hallmarks of the N64’s hardware. 


Drake Lake provides one of the 

STERNEST TESTS OF TWO PLAYER 
COMPETITIVENESS. HERE WE SEE PLAYER 

One mess up his slalom through the 

WOODEN POSTS - BUT WITH PLAYER TWO 
ONLY JUST CROSSING THE START/FINISH 
LAP (5.1 SECONDS BEHIND), VICTORY IS 
STILL IN SIGHT . SUPERB WIN/LOSS 
ANIMATIONS INTENSIFY THE JUST-ONE- 
MORE-GO-YOU-ABSOLUTE-GIT APPEAL . 

Twilight City’s mines provide plenty 

OF FUN, PARTICULARLY IN REVERSE 

mode . Port Blue sees Ayumi and 
Mariner collide, each trying to push 

THE OTHER OFF COURSE. IF YOU SWITCH 


Miyamoto’s wisdom in dumping 

JETBOATS IN FAVOUR OF JETSKIS IS 
DEMONSTRATED HERE. By PUSHING DOWN¬ 
RIGHT YOU CAN VISIBLY MAKE YOUR PLAYER 


ON THE CATCH-UP FEATURE EVEN 
PLAYERS OF DIFFERENT SKILLS CAN 
£ ENJOY CLOSE COMPETITION . 


CROUCH, SHARPLY REDUCING THE TURNING 
CIRCLE SO YOU CAN AVOID THE WALLS. 


Twilight City 

This graphic tour 
de force first comes 
into play on Hard 
level. Black water 
bleeds neon reflections in a 
stunning, almost surreal landscape 
which never, ever slows down. In 
terms of gameplay, all the mines, 
tunnels and tight corners make this a 
real test of precision control. The 
opening ski-jump demands a 
underwater dive and really gets the 
hands sweating. All the jumps mean 
the track plays dramatically different 
in reverse mode, forcing players to 
slalom around sections they 
previously effortlessly leapt over. 
Although it makes a highly 
entertaining and demanding change, 
most people will be glad the majority 
of courses are less claustrophobic. 
Tips: When there’s a choice between 
a flamboyant jump and threading 
your way through bobbing mines, 
go for the latter. Do it right, and 
you’ll be able to keep accelerating 
rather than losing speed on the 
jump. 





ALONGSIDE A SUPERTANKER, IS THE ONE 
RELATIVELY EASY BIT ON THE WHOLE 

course. But even this gets nasty in 
Reverse Mode where a new buoy lay¬ 
out DEMANDS SOME MURDEROUSLY TIGHT 
DOG-LEG TURNS. 


Glacier Coast 

This course first 
appears on Expert 
level and huge 
chunks of ice make it 
by far the most demanding. Bobbing 
ice blocks provide the simplest 
obstacles (shattering upon impact), 
while bigger structures provide leaps 
and demanding slippery corners. 
Trickiest of all are semi-submerged ice 
floes which capsize players who 
misjudge their contours. Slaloming 
around objects you can barely see is a 
thrilling test of any player’s mettle! 
Tips: On the huge ice sheet, 



The split-screen two playei 


TIME 

0 46 y^O 



Ayumi goes down on her knees to 

OUTCORNER A RIVAL. THERE'S NOTHING 
MORE SATISFYING, OR TOUGHER, THAN 
OVERTAKING IN THE TUNNEL. 







































Wave Race 64 



Neon lighting and mirror effects 

COMBINE TO STUNNING EFFECT. 


attempting any sort of sharp turn is 
disastrous. Instead, make your turn 
before the ice and skid across in a 
straight line. As before, avoid 
unnecessary jumps. 




THE 
1 BOTTOM 

LINE 


A SUNKEN SHIP STRANGELY FAMILIAR TO 

Mario 64 fans rises once more, 

PROVIDING A FUN OBSTACLE ON THE 
SECOND AND THIRD LAPS. 


MlS-TIME YOUR JUMP AND YOU COULD 
LAND ON THE SHIP ITSELF. GETTING OFF 
THE GENTLY SWAYING BOAT WILL COST YOU 
TIME AND MAYBE A RACE POSITION. 



exes mtanbii 






Dave Mariner streaks off to set a 

BLISTERING PACE ON THE FIRST LAP. IF HE 
DOESN'T MAKE A MISTAKE, HE'LL BE 
DIFFICULT TO CATCH. 


e has almost infinite replay value 


l 


Southern Island 

Whatever the 
Championship levels, 
this course always 
provides the final 
race. The first lap is at high tide, letting 
you cruise over a sunken ship. But on 
the next lap, the tide is low with the ship 
provide a crucial jump. Complex and 
fast, this is a fitting conclusion to any 
Championship. 

Tips: On the first lap, using the ramp 
for a submerged dive will cut out a 
long banking turn. It’s a tricky move 
but will give you a 
valuable few 
seconds 
advantage. 



TIM) PANK 1AP WHO 

i H 1 .* } 10. 

0 )!*•»• II 

o irm it , »c t / c • 

0’ I o* lot u [ n > 6 5 •.£< 


Miyamoto wants penguins to be in 

EVERY N64 GAME HE OVERSEES. 

Fortunately, these ones aren’t as 

CRAZY AS THOSE IN MARIO KART 64! 



Victory! Qualifying brings an ecstatic 

RESPONSE FROM YOUR CHARACTER, 
ACCOMPANIED BY NEW MUSIC AND PRAISE 
FROM THE RACE COMMENTATOR. 



The awards ceremony goes on a l 

LONGER EACH TIME YOU MOVE UP A SKILL 

level Fat boy Mariner has come third, 

BUT IS ARGUABLY THE TOUGHEST TO BEAT. 



Combos 


See pages 44-45 for just some of the 
Stunts skillful players can pull off with 
practice. 


Rating 


Graphics 

***** 


Audio 

**** 


Gameplay 

***** 


Lasting Challenge 

* * * * * 


Overall 


m 

Summing up: 

One of the most innovative and 

GRAPHICALLY ASTONISHING RACE 
GAMES IN YEARS - SINKS 32-BIT 
GAMES WITHOUT A TRACE! 
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Ninformation 


I Publisher: 
Developer: 


Nintendo 

LucasArts 


Gome Type: 
Cort size: 


3D platform 
12MB 


Releose Dote: 
Price: 


Out Now 
£59.99 [uk] 



STAR WARS: 

SHADOWS C 



The Force is strong in this one... 





Memory 

Options 


YOUR 


THIS IS WHAT IT'S ALL ABOUT. ALL Y 

favourite Star Wars props and movies 

RENDERED IN GORGEOUS REAL TIME 3-D. 

The Falcons' escape from Noth is fab. 


$64, opo\* 
Question \j 

Cutting edge graphics and 


MASSES OF VARIETY MARK nils As 
THE GREATEST STAR WARS 

VIDEOGAME EVER! MAKE NO MISIAM . 
NO OTHER CONSOLE COULD DREAM Ol 
DELIVERING THE STAR WAR> 

EXPERIENCE TO YOUR HOME AS 
CONVINCINGLY AS THIS STUNNING 

package. Once you've seen 

Shadows, there’s no going back... 


This is the closest you'll get to living ar 




Memory: 

Save Slots/Menu 
Options. 

Controller Pak: 
N/A 


cut-away animated comic strips flash 
the unrolling narrative and push you 
into the next chapter. Shadows 
greatest trick is to never let you catch 
up... 


Size Matters 

The camera rushes through an ice 
encrusted hanger scattered with 
snowspeeders, and you receive your 
introduction to alter-ego Dash Rendar. 


IG 88. WHO MADE BUT A FLEETING 
APPEARANCE IN THE EMPIRE STRIKES BACK, 
STARS IN HIS OWN CHAPTER OF SHADOWS, 
AND PROVES HIMSELF A WORTHY FOE. 


The stunning Battle of Hoth which opens Shadows provides arguably its finest moment. 
Circling AT-ATs to entangle their legs is enormous fun, but incredibly tricky. 


q; 


From the breath-taking 

( opening battle of Hoth, with 
your powering Snowspeeder 
whipping between the legs of AT-AT 
walkers, buffetted by Imperial fire, 
Shadows of the Empire appears 
almost revelatory in its 
aesthetic glory. Make no 
mistake, this is a game 
designed to ‘wow’ a generation 
with its sizzling visuals. 
LucasArts has wisely rejected 
the sim pretensions of X-Wing 


and TIE-Fighter in favour of a distinctly 
Nintendo-esque experience designed 
for the young at heart. This is no 
kiddies adventure though, and like 
Mario 64, the term ‘interactive movie’ 
is equally applicable. Although 
Shadows Of The Empire is 
unquestionably flawed in comparison 
to the 64’s truest killer app, its 

ambitious and 
frequently 
stunning 
glories ensure 
its status as a 
genuine next generation game, and 
unquestionably the most satisfying 
and ambitious tie-in ever 
delivered. 

This is the closest 
you’ll get to living 
and breathing the 
atmosphere of Star Wars, 
so much so that it’s akin 
to sitting back on a 
theme park movie ride, 
except in Shadows , 
you're not on rails, but 
in a war zone. Before 
you’ve even adjusted to 
the sledgehammer 
ferocity of the Hoth battle, 
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Shadows of the Empire 


EMPRE 
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When taking on the mighty Skyhook 

SPACESTATION, A FLEET OF X-WINGS LED BY 

the Millenium Falcon assist your 

ATTACK. 


Brown and blue fatigues clad your 
character who stands, edging from 
side to side with blaster drawn. 

Flick through the variety of cam 
modes and you can admire the detail 
of your next generation, texture 
mapped hero, sculpted down to the 
stubble on his face. Crouch and he’ll 
fall to the ground, extend his blaster 
hand and track as you use the Z- 
button to scan the surroundings. Pull 
back to the pre-set view, following 
Rendar from slightly behind, nudge 
forward on the analogue stick he’ll 
start walking through the smooth 
scrolling Rebel hanger. 

Hearing activity ahead, you push 
the stick harder and Rendar starts 
sprinting, drawing a bead as you move 
towards an Imperial welcoming 
committee. Ignoring their calls to halt, 
you let off a few burst of your blaster 
and watch the snowtroopers crumple 
to the floor in a way no other games 


Dash Rendar - rendered right down 

TO THE STUBBLE ON HIS CHIN AND THE 
CREASES ON HIS CLOTHES. He EVEN HAS 

Action Man Eagle Eyes! 


machine could re-create. 

Turn into another hangar and the 
Millennium Falcon lifts slowly into the 
air, its engine glowing, but as you run 
to catch up, the engine roars and it 
accelerates over head, vanishing into 
the distance. The enormous sense of 
depth and high detail of objects at far 
distances exemplifying the N64’s 
superior aliasing and mip-mapping - 
there’s not a rough edge in the game - 
and close up, the texture mapping 
applied to everything from the walls 
and doors to Rendar’s jacket and 
glinting jetpack create an illusion of 
reality that is unrivalled, encouraging 
you to explore the horizon. 

Xizor’s palace is quite extraordinary, 
a cathedral-like labyrinth of corridors, 
halls and chasms, blending motifs of 
gothic, Chinese and Imperial 
architecture, all swathed in fabulously 
moody lighting. Red strip lights on the 
stairs and walls throw crimson colours 


The corridors of the Suprosa provide 

A CLASSIC ENVIRONMENT FOR STAR WARS 
BUFFS, RECALLING THE INTERIOR OF THE 

Rebel Blockade Runner. 


eathing Star Wars 


across Rendar’s features, 
the armour of Coruscant 
Guards shimmer out of 
the ethereal mauve fog 


as they storm towards you, lasers 
flashing. Gigantic chasms swathed in 
mist obliterate your view as you 
descend into the bowels of never- 
ending chambers. 

The grainy filters applied to many 
interior levels, most prominent in the 
murky sewers of the Imperial City, 
accentuate the atmosphere of murky, 
gritty realism, and contrast beautifully 
with the crystal clear, bright exteriors 
of Mos Eisley and Beggar’s Canyon, or 
the opaque beauty of Hoths’ ice 
formations. Whilst the constant re- 
introduction of familiar props, from the 
AT-ST as end-boss, to an Imperial 
shuttle, roaring overhead as you 
traverse Gall spaceport on a skiff, 
homogenise the many varied game 
styles so that every level feels like a 
natural chapter in the same. 

Playing Project 
Reality 

Playing the game as (or with) a Star 
Wars fan, the hysteria is immense. 
Around every corner there’s a slice of 
history exploited with superlative 


Dash R endar = 
Fast Rendering? 

At 27, Jon Knoles had worked on over two- 
dozen titles for LucasArts Entertainments Co., 
cutting his teeth on the hugely successful Super 
NES Star Wars trilogy, primarily as a character 
designer and artist, then taking more senior roles 
for X-Wing and Rebel Assault. For Rebel Assault 
II, his vastly improved level design earned him 
the ‘Yoda’ job of the company - lead artist and 
conceptualist of the Shadows game, under 
project leader Mark Haigh-Hutchinson. Throwing 
himself into the job with ceaseless enthusiasm, 
Knoles delivered a brief but thorough outline, 
proposing an ambitious multi-genre 
scattershot approach with casual disregard 
for the work he was setting himself up for. 

Knoles suggested that the game be set 
between Empire and Jedi, confident that this 
emotionally charged period offered the most 
freedom for playing with Lucas’s story arc, 
and after brainstorming with Steve Perry, who 
would novelise the book, Dark Horse comics 
and the Lucasfilm Mafiosi, principally 
Lucasfilm’s vice-president in charge of 
licensing, Howard Roffman, and their 
publishing director, Lucy Wilson, Knoles and 
Perry banged out the final outline for the 
game, which was to change almost daily, as 
the many related franchise developers 
struggled to keep their products in sync 
with each other. The grand concept, that 
each medium would focus on a different 
facet of the overall story (see TELLING LIES 
boxout) led to innumerable complications, 
but Knoles struggled with the daily faxes 
and pushed his team to deliver what had 
been promised - a true, next generation 
game, which as well as delivering an 
original Star Wars tale to a new (and old) 
audience. 

Despite the ambitious, multi-genre 
format of the project, Knoles considered 
his varied tutelage for the company an 
invaluable asset. “We’re combining the 
kind of enemies I did for the Super 
Nintendo games with the kinds of 
vehicles (from) X-Wing and TIE Fighter. 
But we’re able to pull off both space and 
ground action, and everything is 
happening in highly detailed, real-time 
3-D.” 

Knoles and his team began building 
the 3 -D blocks of the game. A principle 
interest for Knoles was that the 
enemies that would populate the 
player’s world should exhibit a highly 
developed Artificial Intelligence. 
Dissatisfied with the Neanderthal 
‘grunt’ tactics of the Dark 
Forces stormtroopers, Knoles 
and Haigh-Hutchinson set 




We say: You are not my father! 
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© about developing advanced Al routines 
for Shadows so that they ‘knew’ where 
the player was based on sight, and 
attacked with a greater sense of self-preservation 
than their average movie counterpart. 

Designing the characters and craft of Shadows 
proved a fascinating test of the Nintendo 64’s 
processing power. 
Knoles’ Rebel Assault II 
had featured spaceships 
of up to 40,000 
polygons each - as an 
FMV-based game the 
only limitation was the 
artists’time. For 
Shadows, all the 
spaceships would be 
rendered in realtime by 
the N64 itself. Using 
the N64 ’s advanced 
graphics chip, 

LucasArts produced a 
graphics engine 
capable of 4,000 
polygons per frame 
(at 3ofps, this equates to 120,000 polygons 
every second). The requirement for epic. 

Return Of The Jedi-style space battles, 
particularly for the Skyhook finale, meant that 
at maximum detail models could feature no 
more than two-hundred-and-fifty polygons. 

Three 'scaled’ models of each vehicle and 
character were built, distant craft used the 
smaller models so less polygons were 1 

needed, reducing the workload for the 
machine, which smoothly switched to larger, 
more detailed models as the player moved 1 
closer. The relatively simple geometry of TIE 
fighters, X-wings and Star Vipers were easy 
to clone and scatter around the game 
environment, while the rounded contours of 
the Falcon and Outrider demanded the 
maximum 250 polygons limit. Meanwhile, | 
on the Doom levels, the largest 
stormtrooper models were so large at 700 1 

polygons each, that no more than four 
could be displayed in any ‘scene’, but the 
reward for all this effort is right up there on ' 
screen, in the most richly detailed game 
characters and spacecraft yet witnessed in 
a home videogame. Put simply, the in¬ 
game graphics of Shadows match or 
exceed most 32-bit FMV sequences. 

Unlike the button pushing, maze based I 
environment of Dark Forces, the focus of ^ 
Shadows was very much on enormous, II 
varied locations that left the player free to II 
roam and explore but contained easily II 

recognised ‘straight through’ routes. A II 

degree in cartography was not be a II 

prerequisite for enjoyable play, and the II 
power of the host machine meant there II 
was no need to create mazes and II 

labyrinths to trick the player into 
believing the environment larger than it 


Considering the enormous ambition 
of the original brief, it’s surprising how 
closely the finished product adheres to 
the concept. Despite the team’s fear 
that Nintendo wouldn’t be able to 
match their own specs, the finished 
machine, according to programmer Eric 
Johnson, delivered 98% of what had 
been promised. 



Gall spaceport shows off a key attraction of the Shadows environment: the thrill of interacting with huge vehicles, with Rendar's 

OWN CRAFT, THE OUTRIDER, ON DISPLAY ABOVE. INTERACTING WITH AND EXPLORING THE HARDWARE ON SHOW MAKES FOR A REAL 'MOVIE* FEEL 


inventiveness. From the first, 
gorgeously rendered snowtrooper 
felled to the last, epic space battle, 
it’s impossible to list all the 
delightful flashes of joy, although as 
set pieces go, the confrontation with 
Bobba Fett which marks the climax 
of the Gall spaceport section must 
rank as the most extraordinary. 

You find yourself in the middle of a 
gigantic, circular hanger, the walls 
above you are hundreds of feet high 
and laced with ledges packed with 


power-ups and weapons. A lot of 
power-ups, you realise. And it’s 
suddenly quiet. 

Your view cuts to the centre of the 
arena, from where Bobba Fett casually 
appears from a lift in the floor. The 
camera zooms towards him, and for a 
few seconds, you can admire the 
phenomenal texture mapping and 
animation as he leaps into the air and 
pounces to the ground, crouched like a 
lion, targeting its prey. 

The camera pulls back to your point 


of view, and Fett is suddenly 
accelerating towards you, jetpack 
roaring, twin lasers blasting. To shoot 
back seems almost sacrilegious. You 
just want to look, but taking a deep 
breath, you power up your own jetpack 
and blast skyward to engage in an 
exhilarating battle of wits. Fett doesn’t 
just try and kill you. He hunts you down! 


Shadows is ii 
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Bobba Fett’s affection for air based 

COMBAT MAKES YOUR OWEN MASTERY OF 
THE JET PACK ESSENTIAL. SCAMPERING 
AROUND ON THE FLOOR, YOU'VE NO HOPE. 


STORMTROOPERS SCREAM AND CRUMPLE IN | 
SATISFYING FASHION, GUARANTEEING YOU 
NEVER GET BORED OF WASTING THEM. AS IF 
YOU EVER WOULD. 


Skulking on the ground, hovering 
high above or traversing the ledges, 
he’ll suddenly vanish, then appear 
over your head, blasters trained and 
shooting with devastating accuracy, 
hitting harder when you weaken, 
running for cover if you get 
some good hits 
yourself. Eventually, 
he retreats, giving 
you a breather, 
until the ground 
splits in two, 
and from the 
darkness, Slave ' 

1 gracefully 
emerges, twin 
lasers swivelling on 
its snout to draw a 
bead on you... Now it 
gets serious. 

Critical success 

The mixed reception afforded Shadows 
on its American release isn’t entirely 
surprising, with the prevailing criticism 
that the game’s too fractured and 
erratic grounded in fact. Whilst the 



Hoth battle scores ten on the Richter 
scale, early Doom sections, particularly 
on easy mode are relatively sparten, 
and the simplistic asteroids section 
also suffers in comparison. 

However, it’s churlish to criticise 
LucasArts for its ambition, 
d considering the 
enormous variety on 
offer, it’s remarkable 
that the game 
delivers as often 
| as it does. Critics 
who’ve bemoaned 
f the relatively 
linear nature of the 
3-D exploration 
sections as flash but 
insubstantial Doom 
clones are missing the 
point. By placing Rendar ‘in’ 
the environment, the sense of scale 
and involvement when balanced 
above yawning chasms, or staring up 
at looming AT-STs blows away any id 
inspired variant for sheer heightened 
realism and downright fun. 

And as a flagship title, too, 


ably a flawed masterpiece 


Shadows promises a thousand 
delights for future games. At least 
half of this game blows away every 
lesser console and PC title in 
existence for sheer visceral action 
and exuberance (even the weakest 
stages, such as the Swoop chase, 
deliver cutting edge visuals), and it’s 
impossible not to look at state-of- 
the-art 32-bit titles with a sense of 
pity. 

Set against it’s only true peer, the 
faultless Mario 64, Shadows is 
inevitably a flawed masterpiece, but 
LucasArts should be proud of its 
contribution to the Nintendo 64’s 
successful launch and few will be 
disappointed with this truly 
worthy addition to the Star WarsJ^ffi 
legacy. 


A : .r 

91 - ^* 50 ; 


The mighty Gladiator droid that 

PROTECTS XlZOR OFFERS THE BIGGEST 
CHALLENGE, HIS EXHAUSTIVE ARSENAL OF 
WEAPONS DEMANDING RESPECT. 



Killing Time 

Whilst at first there’s just your Blaster to dispatch enemies, soon your 

ARMOURY IS BOLSTERED BY A FLAME-THROWER , USEFUL FOR CLOSE RANGE ANNIHILATION 
OF ENEMIES (PARTICULARLY WAMPAS) BUT USELESS AT DISTANCE, PULSE CANNON , 
WHICH IS POWERFUL BUT INACCURATE, STUNNER ', WHICH SIMPLY EMITS A RIPPLE OF 
FREEZING ENERGY, AND DISRUPTER , A DEVASTATING CANNON WHICH WHEN FIRED, 
WEAKENS EVERYTHING IN YOUR VICINITY IN A BLINDING FLASH, BEST SAVED FOR THE 

Gladiator Droid. Most enjoyable, however, is the Seeker 6i, \ This heat seeking 

MISSILE HUNTS HUMAN ENEMIES RUTHLESSLY, AND IF DIRECTED STRAIGHT AT AN AT-ST OR 
PROBOT, CRIPPLES EVEN MECHANICAL FOES. IT ALSO HAS STRATEGICAL USES. FLIP ON THE 



SEEKER CAM OPTION IN THE MENU, AND WHEN YOU LET LOOSE A SHOT, THE SCREEN CUTS 
TO A STRETCHED, GREEN POV, AS YOU SEE WHAT THE MISSILE SEES, RUSHING TOWARDS A 
WALL, ABRUPTLY SNAPPING 90° AS IT LOCATES ITS TARGET, THEN ACCELERATING TOWARDS 
IT, THE SCREEN FLASHING AS THE PREY CRUMPLES BACKWARDS. IT’S POSSIBLE TO HIDE 
AROUND CORNERS AND LAUNCH A SEEKER JUST TO PREVIEW WHO OR WHAT IS AROUND THE 
CORNER, MAKING THEM THE MOST VALUABLE PICK-UPS AVAILABLE. THEY’RE SUCH AN 
INCREDIBLE RUSH TO USE, THAT SEEKERS BECOME A SERIOUS NARCOTIC. AMMO FOR ALL 
THESE WEAPONS IS ABUNDANT ON EARLIER SKILL LEVELS, AS THE WEAPONS THEMSELVES 
GRADUALLY BECOME AVAILABLE THROUGH THE GAME, BUT AS THE DIFFICULTY SCALE RISES, 
SO DOES THE SCARCITY OF AMMO CRATES. 


m 


Keys 


THE 
BOTTOM 

LINE 


L: Change 
view/speed 


B: Fire 
Weapon 


R: Activate, 
Slow down 


A:Jump/ 

Accelerate 


Yellow Up: Switch weapons - Yellow Right: 
Change viewpoint * Yellow Down: Crouch 


■I 


Combos 


None 


Rating 


Graphics 




Audio 




Gameplay 

**** 


Lasting Challenge 





Summing up: 

Stunning graphics and varied 

SCENARIOS MAKE THIS A MUST FOR 

Star Wars buffs. 
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Part i - The Battle of Hoth 

Battle of Hoth attack runs. The criss-cross of red 


[3 Challenge Points] 

The breath-taking 

introduction to 
Shadows has Rendar 
leading a squadron of 
Rebel snowspeeders helping keep the 
Imperial ground attack in check as the 
fleet escapes. Initially, Probots and AT- 
STs need to be eliminated, but when 
the first intruders have been 
dispatched, the gargantuan AT-AT 
walkers enter the fray, swiftly 
decimating the rebel defences... 




Even at the easiest skill level, beating 

DOWN AN AT-AT TO 0% WITH JUST YOUR 
BLASTERS WILL TAKE AN AGE. BETTER TO 
MASTER THE ART OF HARPOONING... 


At full pelt, your speeder whips 
above the snow like a bullet, but 
slamming on the air brakes pulls the 
craft back to a slow attack pace, and 
alternating speed and is essential to 
evading enemy fire. Rolling left or 
right with the joystick, the appropriate 
air flaps wink open or shut to steer 
you, and even your wing men provide 
invaluable assistance, finishing off 
weakened enemies and joining in on 


(Imperial) and blue (Rebel) laser fire 
makes for a chaotic battleground, with 
smoke pouring from your fuselage if 
hit. But blasting the heads of probots 
and AT-ST walkers on initial attacks is 
easy enough. However, when the AT- 
ATs lumber onto centre stage, serious 
thought is required. Head mounted 



The red triangle at the bottom of the 

SCANNER (BOTTOM RIGHT) SHOWS THAT 
ANOTHER ENEMY IS FIRING FROM BEHIND 
AT CLOSE RANGE. BEST PULL OUT. 



THE CUT-AWAY CAMERA VIEW ENABLES 
MORE STEADY STEERING. YOU MUST KEEP 
IN TIGHT, LOW CIRCLES. 




AT-STS DON’T REQUIRE TOO MANY HITS TO DESTROY, BUT THEY ARE FAST AND GUN-HAPPY. AT FIRST, 
IT’S TEMPTING TO PLOT ATTACK RUNS AT THEIR FACE, BUT IT’S WISER TO TAKE THEM FROM BEHIND. 


blasters recoiling, AT-ATs require an 
enormous amount of accurate head 
hits to kill, but if you’re feeling lucky 
(and want to earn the challenge 
points), you can swoop to ground level 
and shoot a harpoon to their 
underbellies. Judge correctly, and the 
scene cuts away to a rotating movie 
pan, as you attempt to circle the 
monsters three times, still avoiding 
enemy fire yet keeping your lasso tight 
enough to entangle and topple 
them. 

Almost worth the 
asking price for this 
section alone, the 
exhilarating, utterly 
free play is 
bolstered by the 
outstanding music 
and sound effects 
that continue 
throughout the game. 

Just as Lucas 
acknowledged the importance 
of Ben Burtt’s distinctive sound design 
and John Williams’ sweeping 



PROVIDES A CHALLENGE POINT AND A RUSH 
OF ADRENALINE, BUT BRINGING ALL THREE 
DOWN REQUIRES SERIOUS SKILL 


soundtrack, so the authentic, familiar 
sound effects and music of Shadows 
maximise the Star Wars experience. 

Whipping between the legs of an 
AT-AT, slamming on the air brakes, 
then blasting the head from a rogue 
AT-ST is as much fun as you can get, 
but although it’s tempting to rush 
centre-stage blasting initially, it’s more 
fruitful to circle and plot, picking off 
the weaker AT-STs and probots from 
the periphery of the battleground, so 
that no-one’s sniping at you 
when you’re trying to bring 
down the AT-ATs. It’s all 
too easy to chart an 
attack route on the 
rear of a lumbering 
AT-AT without noticing 
three scout walkers 
have circled you, and 
the buffeting you’ll 
receive as they let loose a 
salvo of lasers is both 
thrilling and terminal, as your 
snowspeeder kisses snow in a looping 
wipeout of flames. 



BUT THIS APPROACH IS FAR TOO HIGH TO 
CONSIDER A HARPOON RUN. 
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Escape From Echo 
Base 

[10 Challenge Points] 

Whilst the rest of 

the Rebels have 
escaped Echo base, 
Dash’s ship, the 
Outrider, is trapped in Bay 3, whose 
doors must be opened from the 
control centre at the heart of the base. 
Imperial forces are sweeping through 
the corridors in search of stragglers, 
and as Dash sprints through the 
labyrinth, armed with just his blaster, 
the odds seem stacked against him... 

Running around the first corridor, 
you see the Falcon accelerate out of 
it’s hanger, as the Snowtroopers who 
were targeting that prize turn their 
attention to yourself. Amongst the 
abundance of camera options, the first 
person Doom view appears most 
sensible at first, but in fact the Mario 
‘over-the-shoulder’ camera provides 
the best choice. Not only does the 
game run faster, but on the tricky 
jumps and narrow platforms, it’s the 
only way to achieve pixel-perfect 
accuracy. 


After scrabbling across a crumbling 

CAVERN AND DEFEATING THE PATROLLING 
AT-ST, YOUR BELOVED OUTRIDER WAITS IN 
THE FINAL HANGER... 


Targeting and blasting 
snowtroopers and automated gun 
placements is easy enough, as you 
push forward into the centre of 
the base, where the first 
lift leads you up to the £ 
hanger door control 
room, containing six 
buttons which must be 
thrown to activate the 
two enormous gears 
that are placed 
parallel with the 
central gantry. 

Inside these, 
you’ll find two 
hidden 
challenge 
points. Along 
the way, you’ll 
also find a 
prison 
containing 




Boarding the Outrider to escape Hoth 

IS COMPLICATED BY THE ABUNDANCE OF 

Snowtroopers mulling around. 
There’s more inside, but this soldier 

HAS ENDED RENDAR’S QUEST FOR NOW, 
WITH A FINAL LETHAL SHOT. 


The way Shadows ties in your adventure with film lore is very impressive. The illusion 

THAT YOU ARE ENGAGING IN A SUB-PLOT OF THE MOVIES IS COMPLETELY CONVINCING. 



Wampas, best avoided as their 
swatting arms inflict massive damage. 

Pushing on through a tunnel which 
cracks and splits as you traverse it, 
you’ll reach the hanger that 
interconnects with the Outrider’s 
hanger, patrolled by an AT-ST. Circling 
this hanger are a series of platforms 
scattered with power-ups, including an 
invincibility cloak, which can be 
reached by climbing up the various 
crates. Killing the chicken walker is 
simple enough if you keep a cool 
head. Rush straight towards it, then 
try to keep directly underneath, 
circling with it to avoid blasts from its 
front mounted lasers, whilst blasting 
its chest and head. In later 
confrontations, pulse lasers and 
seekers will blast it in a minute, but 
with just your blaster, you’ll have to 
pummel away for ages before it 
topples. Once it’s down, blast the 
crates to collect any extra power-ups 
and move into the Outrider hanger, 
killing the few snowtroopers on 
guard, and boarding your craft. 
This section sets the tone for 
most of the 
platformer/blasting sections 

/ 


of the game. A wide variety 





The mazes of Echo Base are packed with | 
Snowtroopers and gun placements, 

BUT THE INSTINCTUAL BLASTER CONTROL 
SYSTEM MAKES TARGETING EASY. 


of environments in each section, 
simple (and few) button punching 
puzzles, and plenty of action. Although 


Catching sight of the Falcon escaping 
(with Han, Leia, Chewie and C3P0 on 
board) accentuates a sense of 

ISOLATION, AS YOU SEEK TO MAKE YOUR 
OWN ESCAPE. LUCASARTS HAVE HINTED IT 
MAY BE POSSIBLE TO BEAT THE FALCON OUT. 


it takes a while to get used to Dash’s 
analogue control system, soon you’ll 
be sprinting across narrow ledges and 
leaping across chasms with gusto. It’s 
also a good level to practice strafing 
(holding down the Z-trigger) in 
preparation for more intense levels to 
come. 



The AT-ST acts as first ’boss’, but although it looks daunting, defeat is relatively 

STRAIGHTFORWARD. STAY DIRECTLY BENEATH IT, OUT OF RANGE, AND BLAST SEEKERS INTO ITS BELLY. 
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Asteroid Chase 

[6 Challenge Points] 

Dash has escaped 

Hoth in his freighter, 
the Outrider, but an 
Imperial fleet is giving 
chase and an asteroid field is slowing 
his escape. You can’t make the escape 
to hyperspace until you’ve wiped out 
the TIE fighters that are following you. 
Your mechanical co-pilot, LE-BO2D9 is 
piloting the Outrider, leaving you to 
man the top and bottom mounted 
blasters. Glowing red asteroids 
conceal the challenge points you need 
to collect in order to finish the level 
clean... 


glowing green thermal detonators 
which must be blasted before 
exploding against your hull. As well 
as the top and bottom mounted 
blasters on your ship, an infinite 
supply of homing concussion-missiles 
are available, although these must be 
reloaded every nine shots, forcing 
you to deploy them with caution. The 
asteroids themselves are showcase 
glitz that can be ignored as Leebo 
charts a path through them. 

The attractive graphics and soaring 
soundtrack enhance what is 
essentially a filler level. TIEs that are 
clipped spin like balls of fire, 
whistling right over your shoulder, 




Whilst the screaming TIE fighters 
and smoothly rotating Outrider create 
a wonderful impression, the simplistic 
action is something of a 
disappointment. The inability to steer 
yourself through the asteroid field is 
frustrating, but the frenetic, 
spectacular action provides some 
compensation. As well as regular TIE 
fighters to target, TIE bombers prowl 
your circumference, dispatching 


and although the external view is 
tougher to use, over the bow of the 
Outrider, it’s much more fun to watch 
your ship spin and dip as the legion 
of TIEs circle and swoop. The cockpit 
view offers more comprehensive 
HUDs, which flash up graphics of 
whatever ship you’re targeting, and 
this format is revisited with stunning 
success in the final battle against 
Xizor’s Skyhook... 



The external view is much more 
'filmic* than the cockpit view, as you 

CAN WATCH YOUR SHIP SPIN AND BANK, 
AND THE FIGHTERS WHIZ OVER YOUR HULL 



Part 2 - In Search 

Ord Mantell 
Junkyard 

[12 Challenge Points] 

Since the Battle Of 

Hoth, Han Solo has 
been ensnared by 
Darth Vader and 
passed on to Boba Fett. Hired by Luke 
and Leia, Dash travels to Ord Mantell, 
where Fett’s rival bounty hunter, IG-88, 
is known to be scavenging for 
spacecraft equipment. Dash must 
travel along the scum patrolled train 
track that leads to the junkyard where 
IG-88 is lurking, in the hope that he 
can be persuaded to reveal Fett’s 
location... 




of Boba Fett 


train, you must leap above or duck 
below supports that criss-cross over 
your route, whilst avoiding and 
blasting darting Dogbots (rapid firing 
drones). As you progress through the 
desolate terrain, your track intersects 
with new lines and parallel trains, 
manned by guards and assassin 
droids which must be traversed to 
ensure you stay on the one correct 
route to the junkyard, jumping side to 
side across trains, blasting guards, 
assassin droids and exploring 
carriages for power-ups and challenge 
points, the action is both intense and 
tricky. With narrow carriage tops to 
negotiate and plenty of traversing to 




This is the first level to really 
showcase Shadow’s sumptuous 
fogging effect, which ensures that as 
the train you ‘surf’ moves smoothly 
through derelict wastelands packed 
with wrecked spacecraft (and even 
crumbling AT-ATs), there’s never any 
pop up. After the interiors of the Rebel 
base on Hoth, this section contrasts 
impressively with its mammoth 
horizon and abundance of 
suitably weathered 
texture maps. 

For the first 
couple of 
minutes, stood 
atop a 
meandering 


be done, it’s here that you learn the 
importance of mastering Dash’s 
analogue control system. The 
difference between edging forward 
and sprinting to catch your connection 
is significant. 

Get to the junkyard itself, and your 
problems are only just beginning. IG- 
88 is the second major boss (after 
Hoth’s AT-ST), and proves more 
challenging. The tall mechanoid waits 
on top of an enormous junk pile, 
burbling irate white noise, but when 
he spots you, he leaps to greet you, 
rifles blasting and giving chase when 
you run. As one of the most agile and 
intelligent bosses, stalking and 
running away is the key to success 
here, the most important advice being 
not to let him out of your sight. A good 
tip is to listen out for his electronic 
feedback, which invariably provides a 
clue to his location if you can’t see 
him. As a one-on-one battle of cat and 
mouse, this is exhilarating stuff, 
making any so called boss 
from Doom look like it’s 
nailed to the floor, and 
it takes a few 
practice runs before 
you can outwit this 
agile bounty 
hunter. 
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Gall Spaceport 

[14 Challenge Points] 

The defeated IG-88 

has revealed the 
location of Fett at 
Imperial moon base 
on the desert planet Gall. Dash’s 
objective is to track down Fett before 
he can repair Slave 1 and escape with 
his frozen cargo. 

The cut scene zooms down to the 
Outrider, safely landed on the 
outskirts of the desert. The game 
opens with Dash in the belly of his 
own ship, access to the cockpit denied 
by the insistent Leebo! 

Treading out onto the planet 
surface, the ‘physical’ presence of the 
game is again accentuated, as you 
explore the underside of your 
spacecraft. You can even climb onto 
the hull to locate a challenge point. 

Pushing on, the high cliffs and 
lethal chasms are populated by 
stormtroopers, probots, Imperial 
commandos, IG drones 
and computer 
controlled gun 
turrets. The 
Tatooine-like 
planet unravels 
beautifully, and 
jiggling between 
views is essential 
to negotiate the 
crevices and 
chasms that 
prove all 
too easy 
to tumble 
down. The 
seeker proves 
invaluable too, for 


w 


V 


If you want all the challenge points, 
you’ll have to start on top of your 
own ship. There’s no scanner for 

THESE, YOU JUST HAVE TO EXPLORE. 


This level begins with Dash insioe his 
Outrider ship - while it doesn’t add 

TO THE GAMEPLAY IT DOES DEEPEN THE 
SENSE OF ATMOSPHERE. 


eliminating distant soldiers and 
previewing upcoming locations. 
There’s even a few ‘sand’ 

Wampas lurking inside hidden 
caves along the cliff face that 
leads to the Imperial base. 
Once at the base, the 
stormtrooper count 
increases, as you’re forced 
to explore the dark interiors, 
with lifts and corridors providing 
close encounters at every turn. 
On the lifts, it’s handy to use 


Probots ascend form the the depths of canyons, and target you with devastating accuracy, 

AND MUST BE SPOTTED AND TAKEN OUT QUICKLY 




Nooks and crannies like these are 

OFTEN SCATTERED WITH POWER-UPS OR 
CHALLENGE POINTS, BUT YOU’LL ONLY FIND 
THEM IF YOU EXPLOIT THE CAMERA OPTIONS. 


Using you jetpack for the first time is 

A GIDDY. NAUSEOUS AFFAIR. THE LIMITED 
THRUST MEANS YOU MUST STEER WITH 
ABSOLUTE PRECISION. 



than Stormtroopers, and tend to 

GUARD KEY AREAS SUCH AS THIS SOLDIER, 
PATROLLING THE INTERIOR OF A SHUTTLE. 



In confined spaces, it’s harder to keep | 

YOUR HEAD AS THE ENEMIES MULTIPLY IN 
NUMBER. AT CLOSE RANGE, SEEKERS ARE 
PARTICULARLY SWIFT AND EFFECTIVE. 




© 
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YOU, AND HAS NO PROBLEM WITH JUMPING 
TO MEET YOU FACE TO FACE SINCE HE HAS 
SUPERIOR FIREPOWER. 


The position of Fett's left arm means 

ONE THING: HE’S ABOUT TO BLAST YOU IN 
THE FACE WITH HIS FLAME THROWER. WITH 
JUST YOUR LASER SELECTED, BEST TO RUN. 



the Z-trigger to look up, as often you’ll 
see stormtroopers waiting for you. 

Halfway through the level, you’ll 
reach an Imperial control tower, and 
pick up a jetpack, which you’ll keep 
for later levels. The first challenge is 
jetting across a series of enemy 

patrolled buttes. The jetpack 
has a limited thrust 
and giddy feel, 
making safe 
negotiation 
tricky, but 
once you 
get used 
to it, the 
extra 
freedom 
afforded 
by it 

becomes 
liberating. 
Move through 
the final hangers of 
the Imperial base, using 
skiffs and jetpack, and defeating 
another scout walker, and you’ll get to 
the mamftioth, exterior hangar that 
houses Fett and Slave 1. Battling Fett, 


the best tactic is to hug the walls, 
collecting power-ups and resisting 
mid-air confrontations, just picking off 
Fett from afar then running for cover. 
And although Slave 1 looks like 
unreasonable force, it’s just a case of 
circling the underside, a few steps 
ahead of its blasters, and slamming 
seekers into the rear (turn the seeker- 
cam off). A massive level, to be sure 
but delivering some of the most fun 
gameplay and powerful visuals in the 
entire game. 



It’s tempting to relish the quality of 
the Fett character at close range, but 

ULTIMATELY, SUCH BEHAVIOUR IS SUICIDAL 

Victory must be your only objective. 



the Assassins 


Part 3 - Hunting 

Mos Eisley & 
Beggar’s Canyon 

[12 Challenge Points] 

Dispatched to 

protect Luke on 
Tatooine who’s 
meditating with the 
Force in solitude at Obi-Wan Kenobi’s 
home, Dash’s intelligence network 
inform him that Jabba The Hutt has 
dispatched a gang of mercenaries to 
assassinate the Jedi Knight. From the 
sun bleached city centre of Mos Eisley 
spaceport to the desolate wastes of 
Beggar’s Canyon, Dash gives chase to 
the hit squad on his Swoop, a civilian, 
customised speeder bike... 


After the gargantuan toil of Gall 
Spaceport, this high speed chase 
through city streets promises a 
welcome change of space. Predictably, 
the convoluted, retrofitted compacts 
and shops of Mos Eisley are 
gorgeously realised, whilst Dash 
himself, astride his weathered hover 
bike is superb. The over the shoulder 
view offers the more impressive 



Beggar’s canyon demands some tricky | 
steering. The trick is to stay lower 

THAN YOUR TOP SPEED SO YOU’VE A 
CHANCE AT ACCURATE NAVIGATING. 


display, but the first person option is 
easier, enabling you to use the airfoils 
as a guide to precise steering. This is 
essential, as the narrow streets and 
phenomenal pace of the action makes 
accuracy an imperative, as you chase 
the gang of swoop mercenaries 
through and out of the city, into 
Beggar’s Canyon, a desolate route of 
canyons whose only occupants are 
tendril waving Sarlacc monsters. 

When a swoop rider is spotted, it’s 
simply a question of following, 
matching speed, then using the 
shoulder buttons to ram into their 
side, smashing them against a wall. 
The city is scattered with challenge 


points and extra lives, usually 
hovering between speed ramps or 
nestling in nooks and crannies that 
must be jumped. Use the strafe button 
for a speed burst, and the top 
shoulder buttons to veer left or right, 
ramming the swoop riders into walls. 

Although this interlude is 
impressive visually and good fun to 
play (it’s incredibly fast), it still seems 
a wasted opportunity to borrow the 
speeder bike chase from Return Of The 
Jedi yet remove the fundamental thrill 
— the trees. Negotiating tight corners 
and narrow streets is inevitably less 
exciting than whipping through a 
forest of trees, and impact with the 
architecture merely slows you down, 
rather than providing high speed 
crashes. Again, however, details boost 
the fun factor, with an Imperial shuttle 
launch from the city centre as you race 
across a landing pad proving 
particularly impressive. 






















Shadows of the Empire 


Imperial Freighter 
Suprosa 

[10 Challenge Points] 

Co-ordinates of the 
Empire’s second 
Death Star are being 
transferred via the 
Imperial Shuttle Suprosa, and Rendar 
must battle through the Stormtrooper 
infested ship to find and log-on to the 
super-computer; downloading the info 
and escaping on the Outrider. 



MANOEUVRE on whilst shooting, 
RECALLING THE JUMPING AND DUCKING 
ACTION OF THE TRAIN SURFING SECTION. 





Sliding these blocks around to open 

AND CLOSE WALLS OFFER THE ONLY MAJOR 
PUZZLER ELEMENT OF THE GAME. HERE'S 
THE PATTERN FOR THE FIRST SET... 


A relatively short yet brilliant level, 
this perfectly captures the 
claustrophobic, action-packed movie 
feel, with narrow corridors, plenty of 
droids and baddies to blast and no let¬ 
up at all. 

Play is conventional, 
straightforward progression, until you 
reach the cargo room, a hermetically 
sealed series of metal doors built up 
over three levels. The correct sequence 
to punch into the two door keys is 
illustrated above. 

Blocking the way to the super¬ 
computer and escape is the Loader 
Droid, another impressive end-boss, 
with extending arms and plenty of 
firepower, but limited smarts. By now, 
your armoury should be extensive, and 
slamming seekers or pulse bolts into 
it’s rear or face whilst strafing will 
finish it off swiftly. After downloading 
the information, Leebo pilots the 
Outrider to the hanger doors, and the 
level is complete. 



Part 4 - Lair of the Dark Prince 


Sewers Of Imperial 
City 

[9 Challenge Points] 

Princess Leia, seeking 

favour with Prince 
Xizor, has been 
kidnapped, and it’s up 
to Dash to work through the sewers 
beneath his palace and gain entry. 
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The murky filters applied to this 

SECTION OF THE GAME SIGNIFICANTLY LIMIT 
YOUR FIELD OF CLEAR VISION, AND MAKE 
CAUTIOUS EXPLORATION ESSENTIAL. 


The city sewers offer a 
comparatively small adventure, with 
co-ordination in the labyrinth of 
tunnels and cesspools paramount to 
success. The sewers are riddled with 
Coruscant guards and IG Drones, 
which appear from the fog around 
every corner. The maze is very much 
three-dimensional, in that tunnels lead 
you to explore up and down as much 
as horizontally, and the skilful use of 
your jetpack is essential, as well as 
negotiating the Z-button to aim up and 
down to target lurking soldiers. A 
degree of button punching trial and 
error is required to open loch gates, 
pump water out of new areas, and 
trigger huge, circular spinning wheels 
that remain static and impenetrable 
until activated. 

Underwater exploration is 
compulsory, also, as many areas can 
only be reached by jetting into pits of 
slime, which are populated by 
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Coruscant guards are the chief 

OCCUPANTS OF THESE MURKY LEVELS, AND 
THEIR TENDENCY TO HUNT IN PACKS MAKES 
THEM FEARSOME NEW OPPONENTS. 
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Large stretches of water are 

INEVITABLY OCCUPIED BY DlANOGAS, 
TENTACLED HOMAGES TO THE TRASH 
COMPACTER ‘TENTACLE’ FROM STAR WARS. 


Dianogas multi-tentacled swamp 
monsters that lurch towards you and 
are difficult to spot in the murky, dark 
haze of waste. Oxygen is limited, and 
you must learn the geography of the 
underwater labyrinths to ensure you 
don’t become lost without any route to 
air. The final barrier between you and 
Xizor’s palace, is a gigantic Dianoga, 
that possess such a mutant, 
accelerated metabolism, that it 
regenerates damaged tentacles 
instantly, and can only be destroyed 
by repeated shots to its eye which it 
curls protectively, by its cavernous 
mouth at the base of the pit. If you’ve 
collected the disrupters by now, this 
shouldn’t prove a problem. 



The JETPACK YOU PICKED UP AT GALL JUST FINDING THE EYE OF THE GIANT 

SPACEPORT PROVES INVALUABLE FOR THE DlANOGA IS TOUGH ENOUGH WITH 

LABYRINTH SEWER. FLICKING THROUGH REGENERATING TENTACLES SWIRLING 

CAM OPTIONS IS HANDY FOR TARGETING. AROUND YOU. 
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Xizor’s Palace 

[10 Challenge Points] 

Luke, Lanoo and 

Chewbacca are 
searching for Leia at 
Xizor’s palace, whilst 
in the meantime, Rendar must activate 
three thermal detonators to ensure 
their imminent escape is afforded a 
cover... 

A brief yet thrilling conclusion to the 
first-person games, Xizor’s palace is 
moodily lit and wondrously designed, 
architectural ruminations denied by 
the sheer number and ferocity of the 
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The subdued lighting of Xizor’s Palace 
shows Dash’s extraordinary texture- 

mapped FEATURES AT THEIR GRIZZLE- 
JAWED BEST. 
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Dash nonchalently takes out a guard. 
On Higher skill settings, more 

ENEMIES AND FAR MORE LETHAL WEAPONRY 

make Han Solo tactics a lot riskier. 
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Just like in all the best movies, the baddie always comes back from the dead a few times. 
After being defeated once, the gladiator droid chops off his legs and flies after you! 


Coruscant guards. Two bridges must be 
opened to connect (and open the 
doors) of separated halls, but with your 
jetpack and plenty of weapons 
available, progress should be simple. 

When you reach the central core, 
locate the three green switches (using 
your jetpack) and activate them. Leebo 
will tell you the thermals are ready, 
but before you leave, passage is 
blocked by Xizor’s personal 
bodyguard, the 
gigantic Gladiator 
Droid. 

This 

towering 
mechanoid 
possesses 
an 
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astonishing array of weapons to burn 
you with, including pulse blasts, 
guided missiles and most devastating, 
a head mounted laser beam, with 
which it scours the arena. It also has 
three ‘lives’, since it can be reduced to 
a torso, then just a flying head before 
being terminally dispatched. Ideally, 
you’ll have stockpiled plenty of 
disrupters, which sap its strength 
significantly, but failing that, 
resort to close range 
seekers, pulse blasts 
and, finally, close 
quarter blaster 
action, making 
sure to use 
negotiate your 
jetpack 
skilfully to 
avoid face to 
face 

confrontations. 
When your 
jetpack eventually 
malfunctions and the 
floor collapses to create 
a labyrinth, run as fast as 
you can, shooting wandering 
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TO BRING DOWN THE SKYHOOK - A HUGE 


This droid may look like Marvin The Manic-depressive droid, but underneath that lovely, 

BRASS-FINISH TEXTURE MAP BEATS THE HEART OF AN IMPERIAL PSYCHO-KILLER. BEWARE! 


TRANSORBITAL SPACE ELEVATOR - YOU 
NEED TO TRIGGER TWO MORE OF THESE 
SWITCHES ON THE CENTRAL CORE. 


' - 


TO GET HERE YOU MUST FIRST FIND THE 
SWITCH TO LOWER THE BRIDGE. THE N64 
HANDLES THE MOVEMENT OF HUGE 3D 
STRUCTURES QUITE EFFORTLESSLY. 
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Wise, would-be Jedi should explore 

EVERY NOOK AND CRANNY FOR SECRET 

rooms. Challenge points add plenty of 

LASTABILITY TO THE GAME. 



Enormous steel cogs provide slow- 
moving BARRIERS FOR ENEMIES TO HIDE 

behind. Jetpacking under them will 

TEST YOUR PRECISION AND NERVE. 


droids and collecting power-ups, 
before aiming up at it’s floating head 
and getting off short bursts of fire. 

Unquestionably the most 
impressive end-game boss, it’s tough 
mainly due to the power of its attack 
rather than cunning. The key is to 
keep moving at all times, and work 
through your arsenal intelligently, 
adapting as your weapons run out. 
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The Gladiator droid arrives to inform 

YOU THAT HIS MASTER, LORD XlZOR, 

REALLY ISN’T VERY HAPPY WITH YOU. 

Surrender or die! 

















Shadows of the Empire 


Skyhook Battle 


[0 Challenge Points] 

With everyone safely 

rescued from the 
Skyhook, it only 
seems natural to blow 
the hell out of the Space Station. With 
the Falcon and a fleet of X-Wings in 
tow, you take control of the Outrider 
in a bid to end Xizor’s quest for power 
once and for all... 




Destroyers. A Space Station and 

DOZENS OF SMALLER SHIPS WITHOUT A 
HINT OF SLOWDOWN. 



An X-Wing Fighter banks above the 
Outrider in pursuit of Imperial TIE 
Fighters. Wouldn’t it be nice to fly an 

X-WlNG YOURSELF? 




Cockpit view provides plenty of 

USEFUL INFO, BUT YOU REALLY NEED THE 
EXTERIOR VIEW TO BEST JUDGE THE 

Outrider’s position. 


A stunning showcase of pyrotechnic 
mayhem, this delivers what was merely 
hinted at in the earlier asteroid section, 
pulling the Outrider off the rails so that 
you can navigate your own course to 
glory. 

The first task is to blast the four 
defence towers perched on the 
outreached arms of the space station, 
by making several attack runs on each 
gun emplacement, weakening and 
eventually destroying them. Now the 
‘arms’ of the space station are exposed, 
and each offers a slim runway to the 
reactor of the space station. Piloting 
through all four access points, you 
must launch four missiles at the 
reactor, then beat a path out as the 
Skyhook joins the Death Star as 
another mighty killing machine downed 
by poor design... 

A fitting climax, this bodes well for 
the up-coming StarFox 64, with some of 
the most complex and faultlessly pulled 
off graphical trickery on show in the 
game. The speed and manoeuvrability 
of the Outrider echo your snowspeeder, 
and whizzing around the immense 
architecture of the Skyhook, skimming 
the surface of a nosy Star Destroyer 
and blasting TIEs and Star Vipers is 
great fun (the sight of the Millennium 
Falcon veering across your path is 
enough to reduce any Star Wars fan to 
tears). Tactics wise, the Skyhook battle 
is a simple test of reactions, 
decimating the surrounding armada of 
enemy ships as fast as possible before 
taking on the mammoth space 
station itself. ([9 




You RARELY SEE STAR VIPERS THIS CLOSE, 
BUT WHEN YOU DO THE TEXTURE-MAPPED 
DETAIL IS EXTRAORDINARY. TIME TO SLAM 
ON THE BRAKES AND MAN THE GUNS! 



Dash bravely flies into the Space Station (top) and unleashes a torpedo on the nuclear 

GENERATOR (MIDDLE). BUT COULD ANYONE SURVIVE THE STATION’S EXPLOSIVE END? (BOTTOM). 
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Publisher: 

Developer: 


Nintendo 

Nintendo 
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Gome Type: 
Cort size: 


Racer 

12MB 


Releose Dote: 
Price: 


june ’97 

£5999 
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Out-race, out-shoot and out-smart your friends with 64 -bit power! 



$64, ooo\. 
Question ^ 


C 4-player gameplay with no need 

FOR ADAPTERS, LINK-UP CABLES, 
SPARE TVS OR EXTRA MACHINES. 

C Elaborate 3D landscapes x4 with 
MINIMAL SLOWDOWN. MOST 32BIT 


SPLITSCREEN TWO-PLAYER MODES. 


( Analogue steering provides for 


MORE ACCURATE STEERING. 


© Mario Kart^'s )apanese 

roll-out was quite simply one 
of the decade’s most 
anticipated software launches. A 
nationwide time trial competition was 
supported by thousands of stores, as 
well as the hit TV show 64 Mario 
Stadium. The game itself came in a 
special presentation box, complete 
with free two-tone controller, all for 
the standard 9,800 yen price tag. 
Nevertheless, in the UK import prices 
soared to levels not seen since the 16- 
bit console boom. It is, after all, not 
every day the World’s Most Loved Race 
Game gets a 
sequel- 
While EA grind 
out a new FIFA 

each Xmas, Nintendo prefer to get 
things right first time - five years after 
its debut Super Mario Kart is still 
topping the Super NES charts. A truly 
legendary game, it’s one of those titles 
which videogames journalists always 
mention in their top ten lists and - 
gasp! - even buy for themselves. 


When it first appeared, in late 1991 , 
Nintendo was so utterly dominant they 
never showed a game before it was 
finished. The first most journalists saw 
of it was a huge pre-production cart, 
and early impressions were 
disappointing. Graphics were cute, but 
simplistic and the first racing class 
was tediously slow. Only at 150 CC did 
the game deliver enough speed to 
expose the kart’s subtle handling 
qualities. To save on memory, later 
circuits had to re-use graphics from 
earlier ones. More significantly, there 
wasn’t space to provide an optimised, 


with clever track design and 2-D 
obstacles. 

Challenging, but silly-looking in one 
player mode, it took persistence and 
competitively-minded friends to 
unearth one of the world’s best multi¬ 
player games. 


Back to the Future 

Work began on the N64 sequel long 
before the console’s hardware was 
complete. Its importance to Nintendo 
was twofold: firstly, it provided the 
company with a guaranteed mega-hit 
to follow the launch titles. Secondly, it 


SMK was one of the world's best i 


full-screen version so one player mode 
used the same split-screen perspective 
as the two player mode. Finally, even 
all these compromises didn’t change 
the fact that the Super NES is a 2-D 
machine. Its Mode 7 trickery was 
limited to rotating entirely flat 
landscapes, albeit brilliantly disguised 




Light Class 

[Peach', Kinopio 2 , Yoshi’1 
Advantages 

• The lightness of these karts makes for 

SUPERFAST ACCELERATION. 

• Rough terrain, such as grass or sand, 

DOESN’T SLOW THE KART DOWN AS MUCH 
AS OTHER KARTS. 

Disadvantages 

• Cornering causes a significant speed 

LOSS, UNLESS ADVANCED POWER-SLIDING IS 
USED. 

• Touching a Heavy Class kart causes 

THESE KARTS TO SPIN OUT. 


Heavy Class 

[Bowser 4 , Donkey Kong\ Wario'] 
Advantages 

• Can corner without losing speed. 

• Difficult for other karts to push 

AROUND. 

Disadvantages 

• Slow acceleration. 

• Rough terrain such as grass or sand 
causes heavy karts to rapidly lose 

SPEED. 


emphasised the N6 a’s unique support 
for four joypads - one of the features 
the company was keen to associate 
with next level, 64-bit gaming. Just as 
Super Mario Kart's perfectly balanced 
two player mode made it at least 
twice as good as its rivals, Nintendo 
expected a similar multiplication of 
popularity with the sequel’s four- 
player mode. 

Shigeru Miyamoto was, inevitably, 
the game’s producer but his 
commitment to Mario 64 and 
managing overseas projects, such as 
Paradigm’s PilotWings 64 , left little 
time spare. Fortunately, in Hideki 
Konno he had a Nintendo veteran 


Middle Class 

[Luigi 7 , Mario 1 ] 

• These carts are designed to be good 

ALL ROUNDERS WITH NO DRAMATIC 
ADVANTAGES OR DISADVANTAGES. 


SMK 

Characters 


The ONLY CHANGE FROM THE ORIGINAL IS 
THE DROPPING OF KOOPA TROOPER TO 
MAKE WAY OF MARIO’S NEMESIS: WARIO. 

Unlike other games, there’s no 


OPTION FOR MULTIPLE PLAYERS TO HAVE 


THE SAME CHARACTER SO YOU BETTER BE 
QUICK ON THE SELECTION SCREEN! 












Mario Kart 64 







Memory 

Options 


Memory: 

5 BEST TOTAL TIMES AND 
1 BEST LAP TIME PER 
TRACK, PLUS CUP 
RECORDS. 

Controller Pak: 

Saves the best one- 
player TIME TRIAL PER¬ 
FORMANCE PER TRACK, 
ALLOWING PLAYERS TO 
RACE AGAINST THEM¬ 
SELVES IN ‘GHOST’ FORM. 


spectacular jumps were an obvious 
starting point for the sequel. Ample cart 
memory also meant there needn’t be any 
reusing of graphics - each of the 16 race 
tracks would have their own unique look 
this time. 

Konno’s conservative approach 
contrasted sharply with the revolutionary 
tack Miyamoto was pursuing with Mario 
64, but then again Mario Kart was from 
the start a 3-D game engine and didn’t 
need such a radical overhaul. 
Moreover, reworking the circuits in 
true 3-D, while retaining enough 
horsepower to run a four player 
mode, would push the N64 hardware 
considerably further than Mario 64. 
Despite Konno’s devotion to the 
original 16-bit concept, by the time of 
Mario Kart 64 's completion he felt 
moved to stress 
the game’s 
difference. 


Mode Mania 

Grand Prix Mode 
[1 or 2 players] 

In this mode, the 16 racing circuits are 

SPLIT INTO FOUR CUPS, EACH WITH FOUR 

circuits. Unlike the original game, you 

CAN IMMEDIATELY ATTEMPT ANY CUP IN ANY 
ENGINE CLASS (50CC, 100CC AND 150CC. YOU 
(AND A FRIEND) WILL COMPETE WITH A FULL 
FIELD OF ALL EIGHT CHARACTERS, EACH 
TRYING TO COME FIRST. NINE POINTS ARE 
AWARDED FOR WINNING WITH A MEASLY, ONE POINT FOR COMING FOURTH. IF NEITHER 
YOU NOR YOUR FRIEND FINISHES IN THE TOP FOUR, THEN THE RACE IS RERUN. WHEREAS 
THE ORIGINAL HAD LIMITED CONTINUES, WITH THIS GAME SNEAKY PLAYERS CAN 
CONSTANTLY RERUN A RACE UNTIL THEY’RE CERTAIN OF COMING FIRST AND WINNING 
MAXIMUM POINTS. THIS MEANS WHILE GRAND PRIX MODE IS GREAT FUN, IT DOESN’T 
PROVIDE A GREAT CHALLENGE, EVEN IN MlRROR MODE. 


ilayer games 


Top, Kinopio gets bashed by Donkey 
Kong and sees stars. Ahead is the 

ENTRANCE TO AN ICE CAVE GUARDED BY 
KAMIKAZE PENGUINS. ABOVE, WARIO 
TUMBLES THROUGH THE AIR AT THE START 

of Kinopio Highway. Heavy traffic 

MAKES COMBAT PARTICULARLY 
CHALLENGING ON THIS COURSE. 


64-bit power coming through! The 

LOCOMOTIVE PROVIDES A SPECTACULAR 
PIECE OF MOVING SCENERY TO SPICE UP 

Kara Kara Desert. 


Versus Mode 
[2, 3 or 4 player] 

This allows players to compete 

AGAINST EACH OTHER WITHOUT THE 
DISTRACTION OF COMPUTER-CONTROLLED 
CHARACTERS. ANY OF THE 16 COURSES 
CAN BE CHOSEN, IN ANY ORDER, WITH 
THE N64 KEEPING TRACK OF WHAT 
POSITIONS PEOPLE FINISH IN OVER THE 
COURSE OF LIMITLESS TOURNAMENTS. 

TO ADD A LITTLE EXTRA SPICE, FIZZING BOMBS APPEAR ON ALL THE TRACKS TO 
ENSURE EVEN RACE LEADERS DON’T RELAX AT THE WHEEL! 

Battle Mode 
i [2, 3 or 4 player] 

Each player begins with three 

BALLOONS ATTACHED TO THEIR KART 
LOOKS SILLY BUT IS USEFUL FOR 
SPOTTING DISTANT 

ENEMIES AND 

INSTANTLY KNOWING 
HOW MANY LIVES AN 
OPPONENT HAS LEFT. 

Getting shot with a shell, falling into a lava pit or 

SUPPING ON A BANANA SKIN ALL COST ONE BALLOON. THE WINNER 
IS THE LAST PLAYER STANDING. THE INCREASED RANGE OF POWER- 
UPS COMBINE WITH FAR MORE ELABORATE, 3-D ENVIRONMENTS TO 
PROVIDE A MUCH RICHER EXPERIENCE THAN THE ORIGINAL GAME. ANOTHER 
INNOVATION IS THAT DEAD PLAYERS ARE RESURRECTED AS BOMBS, SO THEY 
CAN CHASE AFTER THOSE LEFT ALIVE FOR VENGEANCE. 


Time Trials Mode 

[1 PLAYER ONLY] 

The objective is simply to 

SCORE A BEST TIME WITH THE 
GAME OFFERING INSTANT 
ACCESS TO ANY TRACK. THERE 
ARE NO OTHER KARTS, NOR 
FIZZING BOMBS NOR POWER- 
UP CRYSTALS. YOU DO, 

HOWEVER, HAVE THREE 
SPEED-UP MUSHROOMS TO USE AS YOU SEE FIT. THE LAST 
PERFORMANCE IS AVAILABLE FOR REPLAY, TO BETTER STUDY YOUR 
TECHNIQUE, AND IF YOU REPLAY THE TRACK YOU CAN RACE AGAINST THIS 
PERFORMANCE SHOWN BY A GHOST SELF. EVEN BETTER, IF YOU HAVE A 
MEMORY PAK THE BEST PERFORMANCE IS AUTOMATICALLY SAVED FOR 
EACH TRACK. RACING AGAINST YOUR OWN GHOSTLY ALTER EGO, OR 
EVEN BETTER A FRIEND’S, IS SURPRISINGLY GOOD FUN. THE ONLY SKILL 
NEEDED HERE IS PURE RACING SKILL AND IT EMPHASISES JUST HOW 
MUCH DEPTH THERE IS TO GAME WITH POWER-SLIDES VITAL FOR TOP 

times. Score a particularly hot time on certain tracks (e.g. 

1.30 SEC OF LESS ON MARIO CIRCUIT) AND YOU’RE REWARDED BY A 
GHOST PERFORMANCE PRE-RECORDED BY THE DEVELOPERS. 


who could direct the project with 
minimal supervision. 

From the start, Konno saw his 
principal objective as realising all the 
ideas they’d had for the original 
game, but couldn’t be handled by a 
16-bit machine. True 3-D tracks, 
complete with tunnels and 
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Mario Kart 64 Tracks & Arenas 

Mushroom Cup 


1n 


M - 





3 

Luigi’s cheerful features look down 

ON THE RACE FROM A BOBBING BALLOON. 

Sadly, the real luigi is stuck in eighth 

PLACE AT THE MOMENT. 



Noko Noko Beach [691m] 

A cheery breeze around the beaches 
of a mini-island. Tiny crabs amble 
about to provide skid-inducing 
hazards, but observant players will 
notice two crucial shortcuts: one 
with a semi-submerged stretch of 
land across a bay, another a leap 
into a tunnel through the middle of 
the island. 


Luigi Circuit [717m] 

A simple starter circuit consisting of a 
figure of eight with two very gentle 
i8o° turns. The N6 a’s 3-D trickery is 
limited to a gentle, Daytona -like bank 
to one turner and a dipping straight 
through a nicely lit tunnel. Further 
interest is provided by a balloon which 
rises and falls with a power-up 
temptingly suspended underneath - 
collect it and you'll always get a 
Bowser Shell. 


The best place to deploy boob-traps 
on Luigi Circuit's is this tunnel 
section. Note the gorgeous lighting 

EFFECTS ON THE WALLS AND CHARACTERS. 


Moh Moh Farm [527m] 

After Luigi Circuit’s conventional 
layout, the Farm offers a wacky change 
of pace. In plan view it’s a simplistic, 
slightly irregular oval. In play, it’s a 
very broad, incredibly bumpy stretch 
of terrain which novices can easily get 
lost on. Watch out too for kamikaze 
moles who cheerily pop out of their 
burrows to upset karts which drive 
over their homes. 



Noko Noko Beach has two great short 

CUTS, ONE OF WHICH IS THAT TUNNEL JUST 

ahead. You’ll need to use the ramp, 

AND A SPEED-UP, TO MAKE IT THROUGH. 
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Mario makes a poor start on Moh 
Moh Farm, one of the game’s quickest 
tracks. Long Straights mean homing 
MISSILES ARE VERY EFFECTIVE! 




Mario scoots between kamikaze moles, 

WHILE TRAILING A STRING OF BANANAS. 


Single Green Shell 

A simple, unguided missile 
requiring careful aiming to 

HIT YOUR TARGET. By HOLDING 


Power-Ups 

In all of the Modes, except Time Trials, 
multi-coloured translucent question 

MARKS ARE SCATTERED OVER THE RACE 
TRACKS. TO GET A POWER-UP, SIMPLY RUN 
THROUGH A CRYSTAL. ONCE YOU’VE DRIVEN 
THROUGH A POWER-UP CRYSTAL, VARIOUS 
POWER-UPS WILL FLASH ON YOUR SCREEN 
UNTIL ONE IS SELECTED. THIS MAKES FOR 
RIOTOUS GP COMPETITIONS AND ENJOYABLY 
SOPHISTICATED BATTLE MODE ACTION. 


DOWN THE TRIGGER BUTTON, YOU CAN HOLD 
IT BEHIND YOU TO PROTECT AGAINST ENEMY 

shells. Unlike other shells, you can 

ALSO FIRE IT DIRECTLY BEHIND YOU BY 
HOLDING THE JOYSTICK BACKWARDS AS YOU 
RELEASE FIRE. 

Triple Green Shell 

Once activated, this Power¬ 
PC UP SURROUNDS THE KART WITH 
SHELLS WHICH PROVIDE USEFUL 


Single Red Shell 

A LONG-RANGE HOMING MISSILE 
WHICH AUTOMATICALLY LOCKS 
ONTO THE NEAREST COMPETITOR. 


The train crosses the circuit twice 

AND COMPUTER-CONTROLLED PLAYERS DO 
BRAKE AT THE CROSSINGS: TOP FUN IF 
YOU’VE RED SHELLS TO TAKE THEM OUT. 


Kara Kara Desert [753m] 

A loose, figure of eight track intersects 
with a simple oval railroad track. In 
one-player mode, the beautifully 
detailed locomotive pulls a string of 
carriages which sadly disappear in 
multi-player mode. Either way, the 
train only rarely interferes with the 
flow of play. The openness of the track 
puts the emphasis on combat, but the 
narrow track makes for a mean speed 
trial. 


Triple Red Shell 

As with the Triple Green 
Shell, once activated, this 

POWER-UP SURROUNDS THE KART 


PROTECTION AGAINST ENEMY SHELLS, 
BANANAS AND FAKE POWER-UPS. 


Very useful on tracks with long 

STRAIGHTS, LESS SO ON TWISTING COURSES 
WHERE IT IS KNOCKED OUT BY RUNNING INTO 

walls. Although it can only be fired 

FORWARD, IN BATTLE MODE IT WILL LOCK 
ONTO TARGETS BEHIND YOU - WATCHING IT 
SHOOT OFF, THEN ZOOM BACKWARDS CAN BE 
EMBARRASSING IF YOU FORGET TO GET OUT OF 

the way! As with the Single Green Shell, 

HOLDING DOWN THE TRIGGER BUTTON KEEPS 
THE SHELL PARKED BEHIND YOU TO PROTECT 
AGAINST INCOMING SHELLS. 


WITH SHELLS WHICH PROVIOE USEFUL 
PROTECTION AGAINST ENEMY SHELLS, 

BANANAS AND FAKE POWER-UPS. YOU CAN 
ALSO TAKE OUT COMPETITORS SIMPLY BY 
DRIVING CLOSE ENOUGH FOR THE ORBITING 
SHELLS TO TOUCH THEM. OVERALL, IT’S ONE OF 
THE GAME’S BEST POWER-UPS AND HIGHLY 
INTIMIDATING FOR ANYONE TRYING TO GET 
PAST YOU. 

Single Banana 

A FAIRLY SIMPLE BOOBY-TRAP 
WHICH MAKES ANY KART SPIN OUT 
ON CONTACT. IT CAN EITHER BE 
DROPPED IMMEDIATELY BEHIND YOUR KART OR 
SHOT FORWARD. 
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Flower Cup 

Kinopio Highway 1036m 

What sort of nutter sets a mini-kart 
race on a busy highway? Alongside 
the Koopa’s Castle, this is the game’s 
most technically impressive track with 
eight karts nipping in between a 
stream of huge juggernauts, school 
buses and cars. The lack of slowdown 
is highly impressive, and weaving 
between such massive vehicles is 
exciting fun. On the other hand, 
getting shot by a ‘friend’ and then run 
over by one car immediately followed 
by another can be annoying. Aside 
from the traffic, the track is a little dull 
- if it were more exciting it might also 
be impossible - so this isn’t quite the 
thrill you might expect. On the other 


hand, this is the one circuit which 
delivers a real surprise in Mirror Mode: 
the traffic switches direction and 
comes straight at you! 
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This rare, overheao shot gives some 

IDEA OF HOW HECTIC THE TRAFFIC CAN GET. 

Winning requires a steady nerve and 

IRON CONCENTRATION. 



SKYWARDS, ALL THE BETTER TO ADMIRE 

the Mario ice statue! 


Frappe Snowland [734m] 

A beautiful-looking circuit complete 
with an ice statue of Mario and falling 
snow which looks gorgeous in one 
player mode. The track layout is 
relatively gentle and the snow isn’t 
that slippy - it’s the cute little 
snowmen which provide the real 
challenge. These chappies sit with just 
their heads poking up, but when 
driven over quickly pop up and send 
the offending kart tumbling into the 
air. Avoiding these guys requires 
quick, precise driving. 



Wario uses his weight to push the 

LIGHTWEIGHT KlNOPIO OFF COURSE ON 

Mario Circuit, a track which can seem 

DECEPTIVELY SHORT AND SIMPLE. 



Choco Mountain [687m] 

A highly entertaining little track with 
lots of bumpy hills, a narrow mountain 
side turn and a great muddy feel for 
fast, aggressive action. There’s even a 
rockslide, although only the most 
careless drivers will get flattened by 
the handful of rocks which tumble 
down. 


© 
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Mario Circuit [567m] 

This is the game’s second shortest 
circuit with broad run-off areas and 
only the gentlest of inclines and 
banked turns. Fast and simple. So why 
did Nintendo select this circuit for 
their Japanese time trial tournament? 
Power-slides. Speed around using the 
normal controls and this is a very 
bland track. Use power-slides and it’s 
a heart-stopping test of split-second 
reactions, slicing through hairpin turns 
with millimetres to spare, the 
wheelspin smoke burning yellow then 
red. Although there are no significant 
hazards, the track itself is narrow and 
demanding for true speed demons. 


Banana String 

Once activated, string of five 

BANANAS ARE DRAGGED BEHIND 
YOUR KART. NORMALLY, THESE 


CAN BE INDIVIDUALLY DEPLOYED - EITHER 
SHOT FORWARD OR DROPPED IMMEDIATELY 
BEHIND - HOWEVER IF ANOTHER KART RUNS 
INTO THE STRING ALL THE BANANAS ARE LOST 

as one. Skilful players will rapidly 

DEPLOY THE FIVE BANANAS NEAR SOME 
CREVICE OR OTHER HAZARD TO MAKE THE 
TRACK ALMOST IMPASSABLE! 


Star 

Once activated, this raises a 
kart’s top speed by 20%, 

MAKES THE PLAYER LETHAL TO 
ANY OTHER PLAYER AND LET’S THE KART RUN 
THROUGH TRACK OBSTACLES AS IF THEY 

weren’t there. Lasts for about five 
seconds. 


Fake Power-Up 

The sneaky booby-trap looks 
JUST like a normal power-up 
crystal, only the question 

MARK IS UPSIDE DOWN. 


Ghost 

This lets you steal an 
opponent’s power-up, while 

SIMULTANEOUSLY TURNING YOUR 
KART INVISIBLE AND INVULNERABLE. 

Particularly useful in Battle Mode. 


Lightening Bolt* 

This shrinks all the other 

KARTS TO ABOUT A THIRD OF 
THEIR NORMAL SIZE, DRASTICALLY 
REDUCING THEIR SPEED. EVEN MORE FUN, IF 
THEY TOUCH EACH OTHER OR AN OBSTACLE 

they’re squish flat. Best of all, you can 

FLATTEN THEM YOURSELF BY RUNNING OVER 

them. Sneaky players will notice 

SHRUNKEN PLAYERS* LACK THE SPEED TO MAKE 
CERTAIN JUMPS! 


Bowser Missile • 

This is just like a Red Shell, 
only a lot smarter. First of 

ALL, IT DOESN’T LOCK ONTO THE 
NEAREST COMPETITOR BUT ONLY THE LEADER. 

Secondly, it’s smart enough to steer 

AROUND WALLS AND EVEN MAKE JUMPS WHICH 
WOULD KNOCK OUT A RED SHELL. THIRDLY, IT 
WILL KNOCK OVER ANY OTHER KARTS IT MEETS 
ON ITS PURSUIT COURSE BUT WON’T BE 
DESTROYED UNTIL IT HITS THE LEADER KART. 

Neither Red Shells, Green Shells or 
Bananas can defend against it, but if you 

RELEASE IT TOO NEAR AN OBSTACLE IT CAN BE 
DESTROYED THEN. SADLY, IT DOESN’T APPEAR 

in Battle Mode! 



Mushroom • 

Once activated, accelerates 

YOUR KART UP TO 20% ABOVE 
NORMAL MAXIMUM SPEED FOR 
ABOUT FIVE SECONDS. A SIMILAR EFFECT CAN 
BE ACHIEVED BY CORRECTLY TIMING YOUR 
ACCELERATION AT THE START OF A RACE. 



Triple Mushroom* 

- Rather than offering 60% 

SPEED INCREASE, THIS OFFERS 
YOU THREE MUSHROOMS TO USE 
WHEN YOU PLEASE, EACH OFFERING A BRIEF, 
FIVE SECOND INCREASE TO 20% ABOVE 
NORMAL MAXIMUM SPEED. 


Golden Mushroom* 

This gives you an infinite 

SUPPLY OF MUSHROOMS FOR 
ABOUT TEN SECONDS. THIS IS 
PARTICULARLY USEFUL FOR BEGINNERS ON 
NARROW, TWISTY COURSES WHERE A SINGLE 
MUSHROOM MIGHT SIMPLY BOUNCE THEM 
INTO A WALL AND STOP THEM DEAD. WITH A 

Golden Mushroom, you can keep re¬ 
accelerating UNTIL IT RUNS OUT. 


• These power-ups don’t appear in Battle 
Mode. 
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Princess Peach’s Castle makes a 

CAMEO APPEARANCE BOTH ON HER OWN 
CIRCUIT, ABOVE, AND IN THE REWARD 
SEQUENCE WHEN YOU WIN A CUP. 


Bowser’s statue breathes fire at t 

ENTRANCE TO HIS CASTLE. DON’T WORRY, IT 
CAN’T HARM YOU - BUT THERE ARE PLENTY 
OF REALLY NASTY HAZARDS INSIDE. 


Bowser speeds by Wario, pushing him into fourth place on his own track with a huge TV 

SCREEN SHOWING THE ACTION ON THE LEFT. 


Star Cup 

Wario Stadium [1591m] 

The second-longest circuit is played 
out in a huge mud-track arena 
complete with one crucial leap (miss it 
and you drop on the track about a 
third back on your original position). 
Initially, the circuit can seem a bit too 
long, but lots of corners and the 
slippery, muddy track are ideal for 
mastering those power-slides. Add in 
some outrageously hilly terrain and 
you’ve got Nintendo’s masterful take 
on Sega Rally. 

Sherbet Land[756m] 

A short, fast course with some tight 
corners all played out on ice. judging 
how close you can get to the edge isn’t 
easy, particularly with huge, mad 
penguins slidin’ about for fun. Fall in 
the water and you’re pulled out 



Top, Kinopio gets pulled out of the 

WATER FROZEN INTO AN ICE CUBE. ABOVE, 
DODGING PENGUINS IN A SHERBET CAVE. 


The BRIGHT, CHEERY COLOURS DISGUISE 
ONE OF THE GAME’S MOST DEMANDING 
COURSES WITH PLENTY OF STEEP BANKS 
AWAITING THOSE WHO STRAY OFF LINE... 

encased in ice - amusing, if only for 
your competitors! 

Peach Circuit [1025m] 

A deceptively tricky, demanding 
course with a particularly 
nasty pair of hairpin bends 
leading into the main 
straight - a large lake 
provides a watery 
reception for the careless. 

On the right of the game’s 
largest leap is Princess Peach’s 
Castle, which also plays host to the 
reward ceremony. It’s exactly the same 
as in Super Mario 64, but is here sadly 
uninteractive. 
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Kinopio and Luigi wisely brake as 
Thwomp cubes pound the ground. Get 

CAUGHT UNDERNEATH AND YOU’LL BE 
SQUISHED FLAT AS A PANCAKE. 


Bowser Castle [777m] 

Proof positive of just what the N64 can 
do. Huge Thwomp cubes whirl about 
overhead, rush into the distance and 
then slam down on your head just 
; you’re negotiating a 
particularly nasty turn. A 
couple of narrow bridges and 
a leap over bubbling lava, 
plus a fire-breathing Bowser 
statue all add to the fun. 
Although a little overwhelming 
initially, it soon reveals itself to be 
an extremely fast and fun track. Unlike 
the similarly ambitious motorway, this 
is a real classic you’ll return to again 
and again. 



Mario out-corners Princess Peach 
and Yoshi on Peach Circuit. You can 

BEAT THE COMPUTER USING NORMAL 
CORNERING, BUT NOT YOUR FRIENDS! 


Mario jumps into a power slide on his 

VERY OWN CIRCUIT. A STEAMY LETTER *E’ 
SHOWS WHAT HE’S DOING - TURN THE 
STEAM RED FOR A TURBO-BOOST. 


Power Slides and Mini-Turbos 

Using conventional cornering, a kart’s speed can drop about 10-20kph with 

SLUGGISH ACCELERATION OUT OF THE TURN AND, IF THE TURN IS TOO SHARP OR GOES 
ON TOO LONG, THERE’S THE RISK OF LOSING TRACTION ENTIRELY AND SPINNING OUT. TO 
POWER SLIDE, THE PLAYER MUST PRESS AND HOLD THE ‘R’ BUTTON TOGETHER WITH 
ACCELERATION. THE KART WILL JUMP INTO A POWER SLIDE WITH LETTER-SHAPED SMOKE 
POURING OFF ITS WHEELS. SPEED LOSS CAN BE AS LITTLE AS 5KPH WITH MUCH GREATER 
ACCELERATION OUT OF THE TURN. ON THE NEGATIVE SIDE, THE VERY SPEED OF THE 
POWER SLIDE MAKES IT THAT MUCH MORE LIKELY A PLAYER WILL SLIDE OFF THE TRACK 
OR EVEN HIT A WALL. USING POWER SLIDES TURNS EVEN THE MOST BANAL TRACK INTO A 
HAIR-RAISING TEST OF SPLIT-SECOND REACTIONS AND IS THE ONLY WAY TO PRODUCE 
COMPETITIVE TIME TRIAL RESULTS. 

True speed freaks will tap the joystick left/right while power-sliding, 

TURNING THE SMOKE YELLOW AND THEN RED, WITH A VERY USEFUL MlNI-TURBO BURST 
OF ACCELERATION AS THE REWARD! 








































Mario Kart 64 


Special Cup 

Donkey Jungle Park [893mm] 

A wild, riotous track which consists of 
a long river jump, a tight corner 
located in a cave and some very fast 
twisting turns through the jungle. The 
latter are spiced up by rocks bouncing 
about in the jungle, veer off track and 
these provide a disorientating 
pounding for the careless. 




Yoshi Valley [772m] 

An agreeably confusing track with 
most of its length consisting of 
numerous different routes running 
through a canyon infested with 
bizarre, hedgehog creatures. The 
shortest route is, of course, the most 
difficult and gives players an 
admirable insight into the precision of 
the N64 ’s 3D with kart wheels slippin’ 
and slidin’ on the edge of some very 
long drops! 



COURSE, A TRACK SO WONDERFULLY 
COMPLEX THE CPU DOESN’T EVEN ATTEMPT 
TO RANK PLAYERS DURING THE RACE. 



The ghost house level features the 

HUGE FISH WHO PRESENTS YOU WITH YOUR 
TROPHY AT THE END OF EACH CUP. HE 
DOESN’T HURT YOU THOUGH. 


Luigi and Mario tussle for the lead as 

THEY APPROACH THE END OF THE HUGE 


Mirror Mode 


Win gold for all the cups, in 
both ioocc and 150 CC mode, 
and a fourth race class is 
added above 150 CC. This 
doesn’t offer additional speed, 
but instead a new set of 16 
tracks. These are identical to 
the above, but reverse the turns 
while retaining the same race 
direction. Apart from the 
oncoming traffic for Kinopio 
Highway, this isn’t that dramatic 
a change but it does provide a 
fresh spin to keep players 
interested. 


Hyuudoro House [747m] 

Something of a homage to the 
original: an entirely flat 
wooden track suspended over 
icy water. The fact that some 
barriers have been left off 
tight corners makes for some 
hair-raising corners, while a 
bat-infested ghost house is 
particularly tricky if you’ve 
just been magically shrunk! 


Rainbow Road [2000m] 

The track you loved to hate 
on the original-a long, 
fiendishly twisted course with no 
barriers, no run-off areas: 
only your skill kept you 
on track. The 64bit 
version is even longer 
and twistier, but sadly 
there’s barriers along 
every metre of its 2000m 
length. It’s impossible to 
fall off, except if you drift 
off on one long jump. A 
huge chain-chomp 
enemy whizzes about, 
boasting a beautiful 
mirror finish, but aside 
from this and some 
lovely neon graphics in 
the sky this is a real 
disappointment. Still, all 
the loop bits and slidey 
track make for some 
awesome power-slides. 


CANYON SECTION. FORTUNATELY, YOSHl’S 


Luigi isn’t doing well at all, and the very fast chain-comp, complete with beautiful mirror 


EGG ISN'T BLOCKING THE BRIDGE. 


FINISH, IS JUST ABOUT TO SCOFF HIM UP AND COST MORE VALUABLE SECONDS. 


© 


* 


magazine Volume 1 





























magazine Volume 1 1997 


(3> Review 

Battle Arenas 





Arena One 


A SIMPLE OVAL WITH WALLS ON THE OUTSIDE, A POOL OF LAVA AT ITS 
CENTRE AND FOUR RECTANGULAR BUILDINGS FOR COVER. IDEAL FOR 
BEGINNERS WHO WANT TO GET INTO ACTION STRAIGHT AWAY. THE 
EMPHASIS IS ON THE WEAPONRY RATHER THAN TERRAIN AND IT*S A TRIBUTE 
TO THE GAME’S TACTICAL COMPLEXITY THAT THIS ARENA IS SO 
ENTERTAINING. 



Arena Two 


An elaborate multi-level track with ramps and runways linking 
together four two storey buildings. It can take a while to get used to 

THE SIZE AND GEOGRAPHY OF THIS ARENA - WITH JUST TWO PLAYERS IT CAN FEEL 
PARTICULARLY SPACEY AT THE START. HOWEVER, THE ABILITY TO SNEAK UP ON 
SOMEONE FROM ABOVE, AND THEN QUICKLY DROP OFF ONTO THE ROAD AND FIRE 
A LETHAL HOMING MISSILE, MAKES THIS THE MOST SOPHISTICATED 
BATTLEGROUND FOR THE TACTICALLY MINDED. 



ArenaThree 


An odd, spiralling three level maze which rises up to a central drop zone. 
Entertaining, but really needs four players to make sense of its size and 

COMPLEXITY. 









Arena Four 


A TECHNO-NIGHTMARE SITUATED ON TOP OF A SKYSCRAPER. THERE’S A HOLE IN THE MIDDLE, 
FOUR PITS BETWEEN THE START LOCATIONS AND THE OUTER PERIMETER IS AN UNGUARDED 
PRECIPICE TO YET MORE INSTANT DEATH. INITIALLY A SICK JOKE, WITH PRACTICE IT BECOMES 
THE MOST ACTION-PACKED AND ENTERTAINING ARENA. AS YOU MIGHT EXPECT, LAYING A 
CARPET OF BANANA BOOBY-TRAPS IS PARTICULARLY LETHAL HERE AND NEVER HAS THE 
BRAKE/REVERSE BUTTON BEEN MORE essential! 



Donkey kong looks on as his competitors take each other out. The N64’s hi res graphics 

ENSURES EVEN AT QUARTER-SIZE, GRAPHICS ARE SHARP AND EFFECTIVE. ARENA TWO IS ONE OF THE 
GAME’S MOST AMBITIOUS LEVELS WITH OVERHEAD RAMPS PROVIDING PLENTY OF SCOPE FOR PLAYERS TO 
AMBUSH EACH OTHER. THE NARROW CORRIDORS ARE ALSO PERFECT FOR SETTING LETHAL FIRE ZONES, 
WHEREIN GREEN SHELLS CRAZILY RICOCHET TO MAKE SAFE PASSAGE ALMOST IMPOSSIBLE. 


Opinion 

just like its illustrious forebear, first 
impressions of Mario Kart 64 are 
misleading. Once again, the 50CC class 
can be regarded as toddler fodder and 
should be ignored unless you want to 
spend time sight-seeing, ioocc is 
adequate for getting to grips with the 
courses and control system, but in 
very short order only 150CC will do. 
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The overall emphasis of the game is 
very much on four player mode which 
is undoubtedly its strongest point. The 
slower frame update, and 
consequently reduced responsiveness, 
don’t so much harm the game as 
perfect it. The game is never so 
demanding, never so fast-feeling as 
when operating under these 
limitations. It’s the first game I’ve seen 
which doesn’t just work in four-player 
split-screen mode, it actually soars 
and is brilliantly, irresistibly playable. 


MK64 offers 
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And they’re off! The rush of karts at 

THE START OF EACH RACE MAKES FOR SOME 
SPECTACULAR ACTION, PARTICULARLY ON 
NARROW TRACKS SUCH AS THIS. 


A wider, more powerful range of 
power-ups, with the really powerful 
weapons invariably provided to those 
in last place, mean players of varying 
ability can play together much more 
easily than the original. However 
experienced you are, however far in 
front your are, you can never totally 
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Bang! Mario pays the price for cutting 

JUST A LITTLE TOO CLOSE TO ONE OF THE 
SNOWMEN, TIGHTLY GROUPED AROUND AN 
ICE STATUE OF THE FAMOUS ITALIAN. 


After crossing the finishing line, the 

CAMERA PANS AROUND SO YOU CAN TRULY 
APPRECIATE THE STUNNING QUALITY OF 
THOSE 64-BIT GRAPHICS. 
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WHILE ANOTHER STREAKS OFF INTO THE 
DISTANCE. The GLOWING MISSILE 
CONTRAILS ARE A NEAT TOUCH. 



BEAK UPON HIS KART AND SPINS OUT, 
LOSING VITAL SECONDS. 



4th 


Bowser takes a tumble, allowing you 

TO ADMIRE THE DETAIL OF HIS SGI RENDER 
BOTH ON THE TRACK AND ON A HUGE TV 
SCREEN IMMEDIATELY BEHIND HIM. 


relax with so much wacky mayhem 
exploding behind you. The Battle 
Mode variation does make you aware 
of how small your individual screen is, 
but the richness of four player 
gameplay more than compensates: 
‘yes, of course we’re a team... oops!’ 

Without three or four players the 
game’s strengths remain, but 
the compromises become 
more evident. The most 
obvious of these is in 
the graphics. Preview 
shots of Kinopio 
Highway’s traffic and 
Kara Kara Desert’s 
locomotive suggested 
an outrageous new level 
of 3-D trickery and 
excitement. The reality is 
considerably different with just two 
tracks delivering on this promise. 
Bowser Castle is an unbelievable riot 
with huge Thwomp cubes whirling all 
about the place. At first it seems too 
much, even the screen shuddering as 


the cubes crash down, but with 
practice it becomes excellent fun. 

Kinopio Highway, by contrast, looks 
excellent but is ultimately one of the 
less interesting tracks - not least for 
the way it transfers attention from 
interplayer combat to simply avoiding 
traffic. Perhaps because of this, other 


extravagant 3-D creations such as the 
riverboat, rock slide and locomotive 
are all limited to looking pretty, while 
affecting gameplay barely at all. In 
four player mode there’s no need for 
such distractions, but in two or one 
player mode you keep waiting for 
surprises which never appear. 

Similarly, some of the arenas 
in Battle Mode can seem a 
little too spacious for 
less than four players, 
even if the increased 
range of power-ups 
and 3-D terrain makes 
it far superior to the 
original 16-bit version. 
In Versus or Grand Prix 
mode, however, this wide 
range of firepower can seem 
initially overwhelming. The wildness of 
the combat, especially with the bias of 
power-ups against leaders, is fun but 
blunts the precision of Super Mario 
Kart and can make the tracks seem 
dull by comparison. It’s all very 


enjoyable, but some of the original’s 
buzz seems lost. 

16-bit veterans should persist with 
the game, though, because under the 
gentle, forgiving surface there really is 
the ‘wolf in sheep’s clothing’ which its 
director has talked about. The key to 
getting a hard-edged, adrenaline¬ 



pumping racing game is the power- 
slides. Faster and more sophisticated 
than anything seen in Super Mario 
Kart , they emphasise just how much 
thought has gone into both handling 
and track design. Using this technique, 
even the most bland seeming tracks 
suddenly take on a fiendish challenge. 
While novices will have a ball fooling 
around with the firepower, 
experienced gamers will discover 
there’s a real race game underneath. 

Overall, Mario Kart 64 
undoubtedly delivers on its 
promise of unrivalled four-player 
gameplay. In other modes, a 
consequent conservatism lessens the 
immediate impact but the familiar 
richness of gameplay, and plenty of 
underlying depth, ensures in no 
department does the game disappoint. 
It’s simply awesome fun and, once 
again, the more you play, the 
more you enjoy. ^9 



vailed four player gameplay 
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Keys 


THE 
BOTTOM 

LINE 



A: Brake & 
Reverse 


Yellow Up: Near/Far Camera Perspective 
Yellow Right: Speedometer/Map/ 
Competitor position displays 


Z: Power-Up 
activator 


Combos 


B+A+left/right joystick: Kart spins around 
(By holding down Z, some power-ups can 
be held behind the kart] 


Rating 


Graphics 


4^4141 


Audio 


Gameplay 

4141414141 


Lasting Challenge 


4>4>4i4i 


Overall 0/ 



Summing up: 

A LANDMARK TITLE THAT ACTUALLY 
IMPROVES ON THE ORIGINAL AND 
JUST KEEPS GETTING BETTER AND 
BETTER... 
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Publisher: GT Interactive 
DeveloperiMidway Studios 


Game Type: Shoot-’em-up 
Cart size: 8MB 


Release Date: 
Price: 


TBA 

£TBA 



Doom** 

W 
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Guts, entrails, chain saws, lots of screaming. Doom turns 64-bit! 


$64, ooo\* 
Question 

Analogue control is a big plus 


THAT ADDS CONSIDERABLY TO THE 
GAME PLAY. 


Completely new levels which are 


otherwise impossible on other 


• Full use of perspective 

CORRECTING, ANTI-ALIASING, Z- 
BUFFERING, AND MIP-MAPPING IRON 


OUT PREVIOUS PROBLEMS. 


DOOf 


I’VE BEEN HERE BEFORE. 

There’s a ten foot furious- 
looking red chap throwing 
green fireballs at my arse and I’m high- 
tailing it down a spiral flight of stairs. 

It all seems so wretchedly familiar. A 
sweet tinkle of groaning torture 
victims brings it all back, as does the 
rapid oscillation of my sphincter! Ah 
yes. Here I am. Back in the deeply 
twisted world of Doom. 

Three and a quarter centuries after 
it first appeared on an abacus, the 
great first person perpsective shoot- 
’em-up has finally made it to Nintendo 
64. This is the grand-daddy that 
started it all (I'm not counting 
Wolfenstein as that belongs to the pre- 
Doomatic-age). 


Memory: 

LEVELS AND INVENTORY 
SAVED. 

Controller Pak: 

Levels and 

INVENTORY - NOTHING 
NEW. 


We’re all Doomed! 

Most games these days can be 
described as “Doom but with 
something.” Well, this is ‘Doom but 
with Doom'. If you haven’t played 
Doom, you need to get a life. If you 
have played Doom , you need to claim 
back that part of your life that you 
spent picking your way through 
multiple levels, fiendish puzzles and 
truly horrible enemies. 

The trouble with any review is that 
boring bit which starts: ‘You Are A 
blahdy blahdy blah.” I’m guessing 
you’ve figured out that in this game 
‘you are’ effectively a variety of slightly 
swaying weapons that float around at 
the bottom of the screen pointing 
outwards and moving forward, 
backwards and sideways. Your 
manifestation can also tug at 
switches, pick up ammo and open 
doors. This is not rocket science. 
Your job is to get from A to B as 
fast as possible, during which 
time you will turn carefully 


rendered monsters into the kind of 
things Delia might drag out of the 
fridge after anopen day at the abattoir. 

The bad guys move in faintly pre¬ 
determined formations, firing off guns, 
fireballs and what-not at you. You 
avoid these, otherwise a salutary 


number on your screen diminishes to 
nothing, signifying the status of your 
fragile existence. 


Turn monster 


Doom 64 is packed with subtle lighting 

EFFECTS WHICH CAN CHANGE INSTANTLY. 

One MINUTE THIS CORRIDOR IS LIT UP, THE 
NEXT IT’S PLUNGED INTO DARKNESS. 






























Doom 64 




Power-ups in the form of First Aid 
boxes or blue bottles will extend life 
expectancy, as will planning, 
experience and just a 
touch of grey- 
matter. But 
stumbling 
across any 
knickknack 
likely to 
prolong 
your 

wheezing 
life will 
illicit 

squeals of 
everlasting 
gratitude to the 
game designer’s 
awesome sense of 
appropriate timing. 


specifically the PC and PlayStation? 

For starters, this is a very different 
looking game to what you’ve played 
before. Not so as you won’t recognize 
it instantly, but you’ll certainly see the 
differences. Despite a much more 
varied and adventurous use of colour, 
there is still a sense of dark 

foreboding seeping through each 
and every damp bulk¬ 
head. The developers 
seem to have been 
let loose on the 
color palette 
but, showing 
admirable 
constraint, 
they haven’t 
opted for 
ravey pinks 
and pastels. 
Instead there 
are dangerous 
bloody reds, 
treacherous bright 
greens and, most 
prevalent, deep ponderous 


THAN THE FLAT SPRITES OF THE PC AND 
PSX. YOU GET FOUR DIFFERENT VIEWS 
AND DEEPER TEXTURES. 


Chainsaw symphony 

The question is, why is Nintendo 
bringing such a very old game to such 
a very new platform? And how does it 
compare to all the other versions, 


blues. 

If you’re looking for differences 
between this and previous 
incarnations, the monsters are a good 
start, It seems that the higher the 
monster is in the sick hierarchy of evil, 



> ' V- 



YOU DIDN’T GET THIS LEVEL OF DETAIL IN DOOM ON THE PLAYSTATION AND THE GOOD NEWS IS THAT IT 
ALL MOVES VERY SMOOTHLY INDEED. WHEN WILL IT GET A UK RELEASE THOUGH? 


what Delia Smith might pull out of the fridge in an abattoir! 
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the more he or it has changed. 

Far from being the creatures of old, 
which always looked as though they 
could benefit from an overnight stay at 
the dry cleaners, they are now slick, 
pseudo metallic warriors. Equally 
astonishing are those fat red things 
which run up corridors and try to grab 
you. The best thing about these guys is 
the ‘thud’ they make when they hit the 
ground. Now though, I have taken a 
fancy to their teeth and claws, details 
which were sadly missing in previous 
versions of the game. It was always 
hard to take these lumps of crimson 
lard all that seriously but now, well, 
they deserve a little more respect. 

Not surprisingly, Midway Studios 
has not been slow to take advantage 
of the Nintendo 64’s amazing technical 
treats. These include the use of 
translucent fade-in of characters which 
makes for a more realistic and eerie 
entrance for the host of Satanic 
cohorts. If you must prove the 
superiority of your machine over lesser 
manifestations, such as PlayStation, 
this is an effect worth displaying. 


* 


Alas, the scenery (such as computer 
screens) can’t be blown up a la 
Descent, but then there’s always Duke 
Nukem coming soon. 




3 -D or not 3 -D 

Another is the way the platforms and 
balconies can overhang lower levels. 
On other machines, the effect of 3-D, 
and of depth between levels was a 2D 
hack. Thus it was impossible for, say, a 
bad guy to be 

lurking beneath you a 

while you 
frantically 
pace 
across a 
balcony. 

This trick 
doesn’t 
make ( 
for a 

completely new 
game, but it does add spice 
even for the most experienced 
Doom-a-phile. 

The levels are all 3-D polygon 
maps (as always) and the characters^ 
are sprites. But get up close to 
anything in this game and you won’t 
get that annoying pixelation which had 
always plagued the Dooms. Everything 
is smooth and silky. Beautiful in fact. 


Perspective correcting, anti-aliasing, 
z-buffering, and mip-mapping have all 
been incorporated into solving 
Doom's long-standing pixelation and 
other graphics problems. The result is 
that the game is a supermodel of 
Dooms. 

As for level design, here was an 
area where there could have been 
® genuine concern. The levels 
were not designed by 
Id, but by Midway. 
Apparently 
though, Id was 
super-strict on 
exercising their 
famous veto. 
“Id had a 
heavy hand in 


Steady deterioration of victims is a 

PLEASING SITE. AFTER THE FIRST HIT, RED 
HOLES START APPEARING AND THEN THEY 
EXPLODE! 


The designers were at pains to introduce a variety of textures. Here there are five different wall, 

FLOOR AND CEILING PATTERNS. MAYBE NOT TO TERRY CONRAD’S TASTE, BUT HEY, THIS AIN’T KENSINGTON. 


making sure Doom 64 came out 
exactly how they wanted it,” said 
Andrew Hoolan, marketing executive 
at Midway. “And after two weeks of 
testing and overview, Id Software left 


Staircases have been used more than 

IN PREVIOUS LEVEL DESIGNS. IT’S EASY TO 
FIND YOURSELF UNDER ATTACK WITH NO 
ESCAPE SAVE BACKWARDS. 















Doom 64 





the San Diego Midway studios with 
nothing but glowing praise. Doom , is a 
huge attraction, and the game has an 
immersive feel unlike any of the other 
Doom versions, or any other first- 
person shoot-’em-ups” 

My feeling is that although this is 
still a glorious weapons-fest, puzzle 
solving is slightly more prevalent than 
usual. Sure, it’s all trial and error stuff. 
You figure the way out by exploring 
everywhere and that’s as far as the 
puzzle really goes. But there seem to 
be more switches and traps and lifts 
and such-like than usual. Perhaps this 
is a result of the game’s age, and the 
need to try to add depth where in 
essence, there is none. Perhaps also 
there is the desire to make the most of 
30 levels, which is a good deal less 
than the 55 offered in the PlayStation 
version. It should be stressed though, 
that these are all absolutely new levels, 
while the PSX version carried nothing 
but PC rehashes. 


Big guns 

But before the death-mongers 
among you turn-off at the 
prospect of having to use your 
brains, it should be stated that 
this is, and always will be, a 
game where the winner knows 


how to shoot, and 
how to get out of 
trouble. An extra 
weapon has been 
thrown in which can 
best be described 
as a laser action 
machine gun. In the 
catalogue of fire¬ 
arms, it’s listed 
above the truly 
magnificent BFG 
9000, but if truth 
be known, I’d put it 
between the rocket 
launcher and the 
plasma gun. 

And so, finally, to 
the score. You will know the score 
already, because it was the first thing 
you looked at. I am at a loss. On the 
one hand, this is a very old game which 
has been dusted down and brightened 
up because it’s a sure fire winner. 
Cynics might suggest that the 


Nintendo 64 was built for better things. 
On the other, it’s flaming good fun, and 
will prove to be well worth your 
spendage, even if you have already 
spent half your life crawling the caverns 
of Doom on all the other platforms. A 
worthy update of an undoubted classic, 
but it’s not exactly a major step 
forward. 





Keys 


THE 1 
BOTTOM 

LINE 



None 


Retting 


Graphics 

Audio 


Gameplay 

Lasting Challenge 



Summing up: 

This game is as old as dirt, but 

THE CLASSIC GAMEPLAY DESIGN 
COUPLED WITH TECHNICAL 
IMPROVEMENTS MAKE IT A MUST. 



* 
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Nintendo 

Williams 


Game Type: 
Cart size: 


Sport Sim 
8MBit 


Release Date: 
Price: 


TBA 

TBA 


Cuis’n 

USA 


The N 64 ’S first real life racing game arrives - but should it have bothered? 



$64, 000 

Question 

Aside from some very subtle 

BLURRING OF TEXTURE MAPS WHICH 

the PlayStation has proven 

INCAPABLE OF, THERE IS NOTHING IN 
THIS GAME TO SET IT ABOVE BEING A 
BAD 32-BIT RACING GAME, AND IN 
TIME IT WILL BECOME AN 
EMBARRASSMENT TO THE NINTENDO 
64 OWNERS OF THE WORLD FOR THIS 
AND OTHER REASONS. 


© Cauls'll USA IS APPARENTLY A 

racing game, although 
Supermarket Sweep with cars 
instead of shopping trolleys is a more 
truthful description. 

Taking place across the entire 
United States, driving in stages from 
west to east, this is a conversion of the 
ageing arcade game which had “Ultra 
64” spinning on the screen but was 
actually running on a 32-bit board of 
Williams’ own. At the very least the 
conversion hasn’t downgraded the 
game any, with the Nintendo 64 
version actually having a few minor 
enhancements. 

Tacky 

Generally, as a rule in videogame 
development, it is always a good idea 
to check that the game is fun, no 
matter how faithful the conversion is. 
But that one niggling detail has 



unfortunately gone unnoticed in this 
case. With the choice of only a feeble 
four cars, you take to the roads of 
America racing against nine computer 


controlled opponents, in the hope of 
winning a car that might be any fun to 
drive. 

Cruis’n USA is painfully short of 


Cruis'n USA is painfully 






































Cruis'n USA 




On the bridge sections, there is no 

WAY TO CRASH OVER THE EDGE. THAT 
WOULD BE TOO MUCH FUN. 


The Fat Legged Lady has iust waved the 

FLAG, AND ALREADY I’M PULLING LEFT TO 
DRIVE TO THE FRONT. OH, THE CHALLENGE. 



PQSWIQ @QQ CXEMaOSOOB 



If you win the game, you get a little 

CEREMONY ON THE PIG FARM THAT COVERS 
THE ROOF OF THE WHITEHOUSE. 


rt of any real features... 




features that would disguise what is 
obviously the most basic of driving 
games, adding nothing to an 
ancient genre to pull it from 
mediocrity. Crashes are 
ugly, pre-defined 
affairs, so you either 
spin through a 
perfect 360° to face 
directly forward 
again, or flip the car 
in the air, only to land 
miraculously on all 
four wheels and pointing 
in the right direction again. 

Even nudging the sides of a track 
causes the car to rotate until you are 
facing straight down the road, and all 
this is so false and unnatural that it 


betrays the nice way the cars sway on 
their suspension during cornering. 

Cru/s'n USA also suffers from many 
other problems that make it 
look as though it simply 
cannot have been play- 
tested by anything 
higher in the food chain 
than a bap. For 
example, at the very 
start of each race all 
the cars line up on the 
right-hand side of the 
road. You begin at the back, 
but all you need to do is steer 
out onto the left-hand lane and drive 
past the rest of them, directly into first 
place! The computer cars will not 
deviate from their right lane until after 
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Memory MEM0 "' r: 

_ 6 SAVES POSSIBLE ON 

Options 

Controller Pak: 

Nothing Extra 



you have passed them all. 

If there are any real fans of the 
arcade machine, they will probably be 
in love with the idea of the split screen 
two player game available. Don’t place 
any hopes on this mode saving the 
game from gameplay hell, it’s far 
worse than the regular one player 
mode because of the crippling slowing 
down of the frame rate, which is 
particularly unacceptable on a 
machine of such obscene power. 


Awful 

Next up, the sound. Turning off 
the music lets you really hear 
what those sound effects are 
doing, and it’s not much. Aside 
from when you rev the engine of 
your car, that is take your finger 
off the accelerator and put it back on 
again, your engine is entirely silent! So 
you can be hammering along at full 
speed, maybe l^omph, without so 
much as a timid whimper from the 
engine. 

The civilian cars and opponents cars 
make sound as they pass, but yours 
doesn’t do a thing. Pump the volume 
up high enough and you may be able 
to convince yourself that there is an 
audible hum, but that’s as good as it 
gets, and a good raw car sound is so 
important to add feel to a driving 
game. 



Unfortunately, Cruis'n USA lacks any customization options for the cars. Vehicle 

CUSTOMIZATION IS THE CURRENT TREND ON OTHER FORMATS, AND IT MAKES CltUIS'N LOOK DATED. 





144mph 


Power 


This is a depressingly poor 


Italia P69 

Top Speed: 
Skid Pad: 
Aerocoeff: 
0*60mph: 


1.01G 
0.28 
2.88 SEC 
472 HP V12 DOHC 48v 


Devastator VI 

Top Speed: 

Skid Pad: 

Aerocoeff: 

0-60mph: 

Power: 


147mph 
0.85G 
0.25 
3.15 sec 
395 HP Twin Turbo V6 


La Bomba 

Top Speed: 
Skid Pad: 
Aerocoeff: 
0-60mph: 
Power: 


142mph 
0.98G 
0.45 
2.51 sec 

580 HP Supercharged V12 


63 Muscle Car 

Top Speed: 

Skid Pad: 

Aerocoeff: 

0-6-mph: 


145mph 
0.89G 
0.39 
2.98 sec 
462 HP 454 CIO V8 


Colliding with your friend’s car in the split screen two player is generally a bad idea, t 

IT’S MORE THAN LIKELY YOU’LL BOTH JUST END UP LAST IN THE RACE. 


On a stage like Redwood Forest 
where it is possible to drive a tiny bit 
off the side of the track, you will 
suddenly appear back on 
the road if you do so, as if 
teleported, so there is 
not one single inch of 
freedom in the game, 
remembering that you 
can’t turn around either. 

Another feature of the 
Redwood Forest stage is the 
ability to smash down several 
giant redwood trees with your flimsy 
sportscar, without even a hint of 
resistance, which simultaneously lets 
you see the wafer-thin dimensions of 
the trees as they fall down in front of 
you. 


Rubbish 

All in all, Cruis'n USA is a depressingly 
poor product that is not worth 
more than five pounds of your 
money. Each leg is only 
worth winning for the 
marvellous breasts 
belonging to the bouncy 
young lady who presents 
you with your trophy, but 
sadly this alone doesn’t 
justify the heavy price tag. 

It is upsetting at such an early time 
in this fantastic machine’s life to 
already see the familiar Official 
Nintendo Seal of Quality stamp on this 
product, and there is nothing here 
which will not be bettered soon 
enough. Steer clear. 






































Cruis'n USA 




ict that's not worth £5! 




wow • 

RPM ft 


One of the bonus cars, the school bus, is just as easy to knock flying from 

THE TRACK AS THE SMALLEST CARS. IT IS MILDLY MORE AMUSING TO DRIVE THOUGH. 





THE 
BOTTOM 

LINE 


Keys 



A: Cycle 
views 


B:Change 
music track 


Yellow Up: Gears up (if manual) • Yellow • 
Right: Switches parts of HUD on/off • 
Yellow Down: Gears down (if manual) 


E 


Combos 


None 


A: Not used 


Z: Acceler¬ 
ator 





O 


Gameplay 

Lasting Challenge 



School Bus - Bonus Car Police 

Top Speed: 146mph Top Speed 

Skid Pad: 0.57G Skid Pad: 


Police Car - Bonus Car 


All Terrain Vehicle - 
Bonus Car 

Top Speed: 


U5MPH Summing up: 


Aerocoeff: 

0*60mph: 


0.61 
3.45 SEC 


Aerocoeff: 

0-60MPH: 


0.29 
3.12 sec 


Skid Pad: 
Aerocoeff: 


0.89G 

0.50 


Tacky and infuriatingly 

INCOMPETENT. DON’T BUY IT. 


Power: 


1000 HP Blown Nitrous Power: 


400 HP 454 CID V8 0-60MPH: 


2.96 SEC 




> 

QJ 

.E 

’rsi 

03 

b/3 

03 

E 


Injected V8 


Power: 


481 HP 460 CID V8 
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$64, 000 

Question 


Apart from some interesting 

ROTATIONS AND REFLECTION EFFECTS, 
THIS GAME DOES NOT TAX THE 

Nintendo 64 in any way and could 

HAVE APPEARED ON JUST ABOUT ANY 
32-BIT SYSTEM. 


Ninformation 


Publisher: 

Developer: 


Is this the future of 64-bit entertainment? 
We hope not... 


Nintendo 

Rare 


Game Type: 
Cart size: 


Beat-’em-up 

8MB 


Release Date: 
Price: 


TBA 

TBA 


© The original coin-op was 
engineered with two 
purposes in mind. Firstly, to 
hype the N64. Secondly, to rip the 
heart out of Sega’s claim that 

Nintendo only wrote 
kiddie 
games. 

Killer Instinct 
answers 
Nintendo’s 
critics with a 
ferocity unimaginable 
in any Miyamoto game. From the 
game’s razor-edged logo to Glacius’s 
72 -like hand-to-blade morph to 70+ 
combo moves, Killer Instinct fully 
delivers on the ultra-violent, hyper- 
aggressive appeal central to all 
good beat-’em-ups. The blood may 
be scant compared to MK3, the 
finishing moves less cheesily 
gory, but in-game Killer Instinct 
has all the lip-curling, fang¬ 
baring rage of a starving 
Sabre Wulf. 

The graphic rendition of 
this rage is both 
impressive and, at 
the same time, 
dated.The 
original coin¬ 
op was 


developed without N64 hardware, 
using pre-rendered SGI sprites rather 
than true polygon characters. At its 
best, Killer Instinct combines a superb, 
pseudo-3-D look with the kind of 
outrageous special moves usually only 
seen in SFII. The Predator-like Fulgore 
provides a particularly spectacular 
opponent, his eyes shooting out laser 
beams, his body armour gleaming 
with crackling electricity. He even 
boasts a shimmering invisibility move 
just like his Hollywood inspiration. 

An intelligent camera works hard to 
show off the N64’s chipset, angling 
and zooming to provide the best 
perspective and further the 3-D 
illusion. Each bout usually begins with 
the camera pulling out of the superb, 
true 3-D backgrounds and dramatic 
finishing moves have it following the 
defeated as they fall off an arena. The 
3D backgrounds also provide 
interactive elements, ranging from 


Memory: 

Saves settings and 
scores 

Controller Pak: 

Back-up scores and 
tournament 
records to use at a 
friend’s house. 


Memory 
Options 

a 























Killer Instinct Gold 




Opulent Options 

^ Training Mode is one of the game’s most impressive features, 

I RUNNING YOU THROUGH A WHOLE RANGE OF SPECIAL MOVES AND COMBOS, 
FIRST DEMONSTRATING A MOVE AND THEN SHOWING YOUR EVERY KEY¬ 
PRESS AS YOU TRY TO DUPLICATE IT. ANOTHER NEAT IDEA IS TOURNAMENT 

Mode, allowing up to eight players to compete in a ‘winner-stays- 

ON* COMPETITION. THE GAME LETS PLAYER INPUT THEIR OWN NAMES, WITH 


passing trains to gunship copters, as 
well as falling barrels and walls 
which shatter on contact. 

Nevertheless, the SGI 
trickery can’t disguise 
the lack of the kinetic 
realism true 3-D 
games offer. There’s 
also none of those 
flamboyant fly-by 
end sequences, 
moreover cartridge 
limitations have 
removed the FMV 
reward sequences. 

Completing the game brings 
up little more than a picture and 
text relating to an obscure story-line 
neither game nor instruction manual 
explain. What the manual does offer is 
an insight into an incredibly 
sophisticated combat system, wherein 
varied link moves offer each character 
insanely long combo options. 

‘Over a million moves’ may seem 
daunting to novices, but in fact 
random button-pushing can usually 



RESULTS SAVED ONTO THE CART SO TOURNAMENTS CAN RUN FOR AGES. 

Team Mode lets players select 2-11 characters, pitting one 

AGAINST ANOTHER, WITH EITHER THE CPU OR ANOTHER PLAYER 
CONTROLLING TEAM 2. YOU CAN MODIFY THIS COMPETITION WITH SPECIAL 
MOVES REQUIRED FOR VICTORY AND, IN FACT, THE WHOLE GAME IS 
k ENDLESSLY RECONFIGURABLE. ASIDE FROM THE USUAL SKILL AND SPEED 
SETTINGS, EVERYTHING FROM BLOOD TO THROW MOVES TO FAST 

Fireballs and ‘Cheap Juggles’ can be toggled on/off. You can 
M also choose between analogue and d-pad controls. 


neither the instinctive playability of 
SFII nor the kinetic realism of 3-D 
graphics. It is, however, a very well 
presented, often spectacular game 
with one of the N64’s best soundtracks 
to date. Its lightning speed and 
impressive basic moves make it easy 
to get into, even if advanced moves 
can resemble advanced calculus. A 
shoddy Mortal Kombat Trilogy 
conversion and the lack of any 
imminent, 7 eMen-trashing beat-’em- 
ups makes Killer Instinct a very useful 
stop-gap.... That is, if you ignore the 
fact N64 cart prices don’t really 
support anything less than 
essential. 


trigger a 
spectacular 
move or two, 
quickly drawing 
beginners into its 
high-speed gameplay. In 
the arcades, the challenge of 
memorising lengthy combo moves, 
and the hazard of easy fluke moves for 
beginners, limited its appeal. The 
game’s depth makes more sense for 
home users, with reams of options 
enabling users to massively 
reconfigure the game to their own 
tastes. 

Ultimately, this is an excellent 
conversion of a decent coin-op. It has 





64 

THE 1 

BOTTOM 

LINE 

Keys 



B: Quick 


A: Quick Kick 


Yellow Up: Fierce Punch • Yellow Right: 


Fierce Kick • Yellow Down: Medium Kick • 


Yellow Left: Medium Punch 



Literally Millions! 


Rating 


Graphics 

jMMMU 

Audio 


Gameplay 

Lasting Challenge 





Summing up: 

Great conversion, okay gameplay 
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The huge rendered men in Tuftok ahi 


Yis 


THE OBIFfT OF TUROK IS TO SHOOT 
OINOSAURS USING VERY BIG GUNS. THAT’LL 


You 


(OMt 


YI S 


SURE 


OCCASIONALLY 


ACROSS 


i 


ONI OF ITS MOST IMPRESSIVE FEATURES. 

The detail is exceptional, especially 

WHEN YOU HACK THEM TO DEATH. 


ALL VERY IMPRESSED WITH 
YOUR GUN, BUT PLEASE, PUT 
IT AWAY. 


MONSTER ROBOTS, ALL PERFECTLY 
RENDERED AND ANTI-ALIASED IN SUPER 

blur-o*vision. Nice. 


BE WHY THEY DIED OUT SO QUICKLY THEN. 

Poor buggers. 


- t d , • Release Date 

Game Type: Shoot- em-up 

Cart size: 8MBit O 


Publisher: 

Developer: 


Acclaim 

Iguana 


ay 97 
£59-99 


Ninforrnation 


; » 


Acclaim looks to r 


Given the dismal record of 
third party games on the 
Nintendo 64 thus far, it’s little 
wonder that such high hopes are being 
cherished for Turok from Acclaim. Thus 
far we’ve been ‘treated’ to an appaling 
rendition of Cruis , n USA, the decidedly 
unspectacular Mortal Kombat Trilogy 
(in the USA) and (with the exception of 
level one) a disappointing Shadows of 
the Empire. Okay, so there’s a decent ice 
hockey game, and a new improved 
Doom. But this is less than we expect 
from the so-called “Dream Team.” 

It’s somewhat astonishing then that a 
company with Acclaim’s troubled recent 
history holds the torch for the rest of 
gaming. Let’s face it, this is a company 
with a reputation firmly entrenched in the 
bad old days of sloppy 16-bit platformers 
and cookie-cutter pro-wrestling / dunking 
games. 

The good news is that, judging from a 
90% completed version, Turok is an 



















Turok Dinosaur Hunter 



>inosaur 



winner on its hands... 


astounding game. Iguana has lavished 
attention on the title and all the 
delights of anti-aliasing, gouraud 
shading and mip-mapping have been 
thrown in to offer an environment as 
visually stunning as it is mysterious. 

Okay, when all is said and done it’s 
just another first person shoot-’em-up. 
But the major difference here is that 
it’s the best looking first person game 
yet devised (and this is in a field of 
hundreds). Turok also offers 
unprecedented options in terms of 
weaponry (14 pieces of hardware and 
a choice of ammo) and the best 
looking bad guys yet. Plus, you get to 
indulge in Lara Croft-style activities 
such as jumping and swimming. 

Does it all work? Up to a point. 
Those enemies are gorgeous and the 
death scenes are well-crafted, But, 
unlike say Doom , you’re rarely fighting 
more than one at a time on-screen. 
This is limiting and inevitably cramps 



enjoyment. 1 

The jumping J 

and swimming 
stuff, while 
adding some degree 
of depth, is not executed 
brilliantly and can seem disjointed. 

But we’ll have to see what has 
changed with the full review copy, 
sadly withheld from this magazine. 

These are criticisms which may well 
be levelled against the game when it 
falls into the hands of reviewers. But, 
while valid, they may miss out on the 
essence of Turok. It’s a violent bloody 
game, but it moves at a lighter pace 
than other shoot-’em-ups, and there’s 
a greater element of exploration 
required. This is no bad thing. 

The story itself follows the 
adventures of an American Indian 
wandering a lost world populated by 
dinosaurs and their guardians. Acclaim 
lifted the entire plot from a series of 


semi-popular comics 
books; one of its 
subsidiaries 
publishes from 
New York. 
Apart from 
the world 
you explore, 
there is a 
great deal 
of fun to be 
had with 
moveable 
elements. 
Firstly, the 
enemies. These 
range from brutish 
humans to evil 
skeletons, and from dim- 
witted but strong dinosaurs, to those 
which are armed to their incisors. As is 
often the case, different weapons suit 
different enemies though it’s more 
often than not strategy which counts 
the most. Many of the stomping 
enemies are not so tough from a 
distance whatever you’re shooting. 

The misty world adds an element of 
surprise (and naked fear) to all this. 
Something horrible is always just a 
few seconds away. 

Those enemies in Turok are all 
polygons, and each one has a number 
of death-moves which will delight as 
well as relieve all players. Weapons? 
Ah yes. You begin with all the usual 
guff (knife, bow, pistol, shotgun etc..) 




A GOOD WAY TO GAIN THE UPPER HAND IS 
TO LURE THE MONSTERS INTO PITS AND 
THEN PICK THEM OFF AT WILL THIS 
CUNNING STRATEGY WORKS WELL 


but then move on to some truly 
brilliant devices including a Nuke 
Launcher, Particle Cannon and Eraser 
Gun. 

There are eight levels in Turok with 
a number of settings, though jungles 
and over-grown corridors are much in 
evidence. Although the game is linear, 
the size and complexity of each new 
world make it convincingly three- 
dimensional. One useful touch is the 
ability to bring the map on-screen - 
super-imposed upon the live action - 
which is pretty much mandatory in 
some of the later levels. With just a 
few weeks left in development, 
Acclaim looks to have a winner on its 
hands. 

Prospects: Severe cash injection 

FOR TROUBLED ACCLAIM - MAKES 

Doom look like a school day out. 



Disused temples litter the initial 
levels of Turok, and these can be used 

TO HIDE FROM THE ENEMY AND PREPARE 
FOR AN ATTACK. 
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Publisher: 

Developer: 


Nintendo 

Rare 


Gome Type: Shoot-’em-up 
Cart size: 8MB 


Release Date: 
Price: 


Winter ’97 
£TBA 



GOLDENEYE 007 


The name’s Bond, James Bond - licenced to appear on the Nintendo* 


The 007 tag might be 

essential considering the ’95 
Bond movie has long gone 
from the local cineplex, but Rare is 
enjoying unrivalled support from the 
movie makers. Film set blueprints 
were provided to help construct levels, 
while the actors’ features appear as 
texture maps on polygon characters. 
Not surprisingly the graphics are 
stunning, and as with Donkey Kong 
Country , Nintendo is obviously 
grooming Rare for N64 success in the 
same way Namco work with Sony. The 
most impressive aspect of Goldeneye 
is the way the characters move within 
their environments and actually react 
to your presence. Fire off some shots 
at a group of guards for example, and 
they scatter in all directions in a blind 




panic before collecting 
their marbles and 
shooting back. 

The game is 
claimed to closely 
follow the movie’s 
plotline, with a 
variety of different 
game types, but so far 
all that’s been shown is 
the opening assault on a Soviet 
bioweapons plant. Nothing on Robbie 
Coltrane or that shocking Russian 
accent though. 

GoldenEye takes the form of a first 
person perspective Doom-type game, 
with some unbelievably gorgeous 
graphics. One nice touch is how the 
analogue joypad allows players to 
vary their pace, with a careful tip-toe 



movement making less noise 
and less likely to attract 
patrolling guards! You 
can duck and climb 
ladders and are also only 
allowed to carry a 
realistic amount of 
ammunition and have only 
two weapons to choose 
from, as it would be 
unrealistic to lug eight AK-47S 
around for use later on. It has also 
been revealed that you can pilot a 
tank, boat and a helicopter, and there’s 
even some loose talk about famous 
old Bond villains popping up in bonus 
sections. Rare has certainly come a 
long way since their first game, RC 
Pro-Am on the NES and GoldenEye 
looks very promising indeed. 


% 
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Prospects: “Bond, what you do you 

THINK YOU’RE DOING?” “KEEPING THE 

British end up sir.” Cooler 

THAN A FOX IN A BLIZZARD. 


Ninformation 


Game Type: 
Cart size: 


Racing 

8MB 


Release Date: 
Price: 


Winter ’97 
TBA 




SO MANY DIALS IN REV LIMIT - A CLEAR 
INDICATION THAT IT IS MORE REALISTIC 
THAN MOST GAMES. NOTE THE TURBO 


BOOST GAUGE. PLUS OTHERS FOR OIL TEMP. 
ENGINE TEMP AND FUEL. COOL. 


© Sometimes you can just tell 

when a game’s going to be 
worth saving for, and from the 
very first glimpse, Seta’s Rev Limit is 
one of those games. Not only is this 
arcade style racing game very pretty to 
look at and moves as quickly and as 
smoothly as anything in an arcade. The 
game also seems to be biased towards 
realism, and whilst the many suped-up 
cars have the obligatory rev counters 
and speedos, you also get oil 
temperature, turbo boost gauge, fuel 
and water levels as well. Instead of just 
thirsting for first place, Rev Limit has 


REVUMIT 



That doesn’t mean that the cars are 
impossible to control though, and as 
with Bossgame’s Top Gear Rally, the 
analogue control is daunting at first, 
but soon pays dividends as you can 
perfectly control your powerslides. Rev 
Limit comes with three views: in-car, 
chase view and a distance perspective, 
and each requires different driving 
techniques. At the moment the tracks 
are city-based, but Seta hopes to add 
some rural settings that will really test 
the active suspension and traction of 
the generic Japanese sports cars. 
Racing fans will be glad to know that 
the power of the N64 has not all been 
squandered on slick graphics, and as 
is the current trend, all the cars in Rev 


Limit can be damaged, spun or totally 
crashed. Excellent! 


Prospects: With a much-needed 

ENDURANCE ELEMENT ADDED TO BALLS- 

out racing, Rev Limit will be a 

WINNER WITH TRUE PETROLHEADS! W 


The Nintendo's anti-aliasing trickery 

IS PERFECT FOR SMOOTHING OUT THOSE 
UNSIGHTLY POLYGONAL EDGES FOUND IN 

most PlayStation games. 


you taking part in endurance races of 
up to 50 laps, which means you must 
take more care with your car if you 
want it to reach the finish line at all. 



Rev Limit is definitely one of the best 

LOOKING GAMES ON THE NINTENDO 64 AND 
WE ARE VERY MUCH LOOKING FORWARD TO 
PLAYING IT. LONG TERM. 


Seta pulls a surprise hit out of the bag - 
feel about driving a real car? 


how do you 
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WAYNE GRETZKY NHL HOCKEY 


The N 64 ’s gets a sports game, but is it to everyone’s tastes? 


Ninformation [%»/ 4 1 1 


Publisher: 

Developer: 


Nintendo 

Seta 


Game Type: Sports 

Cart size: 8MB 


MAGNIFICENTLY DETAILED AND REALLY 
MAKE THE GAME LOOK REALISTIC. SAY 
YOU’RE NOT IMPRESSED. 


Ninfonndtion 


m 8 b 


Publisher: 


Gametek 


Developer: Phillips Media 


Game Type: Arcade Advent. 
Cart size: 8MB 


Release Date:May/]une ’97 
Price: TBA 


ROBOTEK 

Destruction on a grand scale with Gametek’s 


Manga-inspired space opera! 


The original Robotek cartoon series 


PLAYER IS MARKED BY A HUGE STAR, AND IN 
CASE YOU’RE A BIT BLIND, A MASSIVE 
ARROW AS WELL. 


Like all games of this ilk, Gretsky is 
packed to the gills with options such 
as multiple views, rule changes, line 
adjustments and team logos, but what 
sets it apart from the many ice hockey 
games already available on 16 and 32- 
bit systems is the sheer quality of the 
graphics and the speed at which it 
shifts the polygon players around. 
Slowdown is a distant memory. 


breaks out, Kyle ‘acquires’ a Veritech 
fighter in the hope of fighting in a 


mercenary capacity and to hopefully 
prove himself worthy of the RDF. 
Basically, Robotek is a space shoot- 
’em-up which borrows heavily from 
the Manga series for its 
graphical slant, and one 
of the novel features is 
that in the external 
view you can watch 
your fighter 
transform into either 
fighter, battleoid, 
and guardian shapes 
- each vital for 
completing different 
sections in the game. 

Gametek has also stressed to 64 
Magazine that there are many random 


IS SAID TO HAVE INSPIRED THE WHOLE 

Mechwarrior genre. This has not been 

PROVED THOUGH. 


plot elements which means the 
game could go on forever. 
Robotek could be just the 
start of the series on N64, 
and from first looks, it is 
certainly worth serious 
consideration. 

Prospects: Bound to be 
a hit with Manga fans, 

THE QUIRKY STYLE MIGHT PUT 
OFF REGULAR NINTENDO PLAYERS 
ESPECIALLY WITH STAR FOX 64 TO i 
CHOOSE FROM. 




The big plus with this game though 
is that you can player with not one, not 
two, but three additional players at 
once, and that means major multi¬ 
player mayhem. You can have two 
players each on competing teams, or 
even go up against the computer with 
all four of you controlling the front line 
players. 

Wayne Gretsky is fantastic fun, 
especially as there’s a viewpoint 
included for everyone, but from 
the import copy we played, the 
computer goalies are far too easy 
to beat, something which could 
be addressed in time for the UK 
copy. A must for ice hockey fans. 


Prospects: A solid sports 

TITLE ON WHICH TO BUILD, BUT 
NOT EVERYONE WILL BE 
INTERESTED. 




The graphics in this game are 

AWESOME, WITH HEAVY JAPANESE 
INFLUENCES AND LOTS OF BIG MEN IN 
METAL SUITS. NOTE YOUR HELMET 
REFLECTED IN THE COCKPIT, THIS CHANGES 
TO SHOW YOUR LEVEL OF STRESS. 


© Robotek: Crystal Dreams 

is Gametek’s first foray onto 
the N64, with the company 
having skipped the PlayStation 
entirely. The game is based on the 
hugely popular Robotek cartoon 
series. It is said that the Manga 
originals inspired the whole 
Mechwarrior genre on PC and 
PlayStation, but this is the first 
Robotek game to ever appear - they 
sure took their time! 

The game is set after the first 
Robotek war and you play Kyle 
Bartley, a former member of the 
Robotek Defence Force who was 
kicked out of the outfit after a serious 
breach of conduct. As another war 


© The first N64 sports game 

out of the gate is ice hockey, 
and who better to slap his 
chiselled features on the packaging 
than Wayne Gretzky, probably the 
most famous hockey player of them 
all? 
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Game Type: Racing 


Cart size: 


8MB 


Release Date: Xmas ’97 


Price: 


TBA 
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TOP GEAR RALLY 

Cue Allman Brothers music and lanky fluffy-haired presenter in cowboy boots... 



© 


Definitely one of the more 

exciting and adult games 
coming to the N64 is Top 
Gear Rally from BossGame Studios. At 
the moment it’s about 60-70% 
complete, but already it’s wooing the 
press with some of the best visuals for 
a car game yet seen. It certainly makes 



UP PLENTY or POSSIBILITIES FOR SHORT CUTS 
AND SNEAKY MOVES. THERE SHOULD BE FOUR 
DIFFERENT VIEWS IN THE FINAL GAME. 


Sega Rally look like it’s running on a 
VIC 20! 

The game structure is that you can 
race through a vast number of widely 
unpredictable courses, all with varying 
weather conditions (snow, rain, ice, 
fog, night time), and at the moment 
there are nine cars planned, plus two 
hidden ones. The Toyota Supra is the 
main car featured in the game so far, 
but we’ve also seen a splendid 
rendered Porsche 911 and 959. 

And of course being a rally game, 
you are not just confined to a rigid 
track, and as well as being able to clip 
the sides with only minimal damage, 
you can also find secret short cuts and 
learn to avoid some hazardous areas 
altogether. 

As well as being perfectly detailed, 
the game features loads of killer 
features such as perfect transparent 
lighting effects (good for the lights 


when driving at night), and quite the 
most realistic snow we’ve ever seen in 
a videogame. The game also has that 
"Need for Speed" knack for realistic 
physics and inertia, and each car will 
handle differently according to 
whether it’s front, rear or four wheel 
drive. We have also heard that you 
will be able to damage the cars and 
even roll them if you have a 
particularly bad accident. There is of 
course a two player split screen mode 
(drool). 

At the moment the Japanese version 
of the game is thought to arrive in the 
Summer, with all the cars based on 
their favourite cars, and then the US 
copy should hit the shops in October, 
with Europe at Christmas most likely. 


Prospects: It’s got cars, you 

CAN ROLL THEM INTO DITCHES, 
THIS IS GOING TO BE MASSIVE. 




TRACKS 
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The number of different tracks is 

UNDETERMINED AT THE MOMENT, BUT THEY 
WILL INCLUDE ICY AND RAINY VERSIONS. 







Naturally Top Gear Rally has a two player split screen mode 

WHICH CRAMPS THE VIEWING WINDOW BUT DOESN’T REDUCE GAME SPEED. 
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If you thought Mario 64 was impressive - you ain’t seen nothing yet! 


Zelda. The name commands 
respect because on the 
Super NES it was a multi¬ 
layered adventure game of such 
maturity and depth, that many gamers 
were left with the impression that the 
ultimate game had arrived - nothing 
could touch it. So it is with great 
anticipation that we N64 adoptees 
await the coming of Zelda 64 - all the 
lush plots and characterisation of the 
original, but now with added ‘zing.’ 

Originally pencilled in as the N6Vs 
first 64DD game (see the technical 
explanation of the machine at the 
front of this magazine). Zelda 64 is 
now rumoured to be coming on a 
cartridge, although how the incredible 
world it promises is to be run from the 
base storage system is still a mystery. 

As in Legend of Zelda on the Super 
NES, you play Link, but you’re a 



slightly older version of the wide-eyed 
kid who appeared in 1993/4. The 
game is a graphical 
adventure, with you 
controlling Link very 
much like Mario, 
but the main 
difference is 
that you can 
interact with 
all the non¬ 
player 

characters in 
the game, as 
well as collecting 
new weapons, 
armour and magical 
items. Zelda 64 is al 
not a level-based game. You 
get the whole world to explore, and if 
there’s an area which is blocked off, 
you must first solve a puzzle 



elsewhere to access it. 

The original game was viewed 

almost from directly above 
and battles merely 
consisted of you 
slashing away at 
sprites until they 
expired. What 
Zelda 64 brings 
to the series is 
full 3-D 
battles, very 
much like 
Tekken 2 on the 
PlayStation, and 
instead of having a 
fixed viewpoint, you 
can change the camera 
angle at any time. 

Link must collect rupees (cash) on 
his quest, as well as hearts (lifeforce) 
and as in the original, special hidden 


hearts can be found which extend your 
overall health rating. You will also 
have an inventory to store precious 
items, and as you kill more enemies 
and open up the game, your weapons 
and skills will gradually increase, 
allowing you to perform even more 
outrageous moves. 

Zelda 64 will be THE game to have 
on the new console. Mario was 
impressive, but this is completely 
AMAZING. Start saving, pester games 
shops, don’t take no for an answer. 
When Zelda 64 arrives you will not 
leave the house for a month. Look 
forward to an in-depth report in the 
next issue of 64 Magazine. 

Prospects: The Jurassic Park of 

VIDEOGAMES, ZELDA WILL BE BOUGHT 
BY EVERYONE AND SHOW JUST 
WHAT 64-BIT POWER CAN do. l(V 
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The only N H guides you' 



lor* more* details on I’aragon 

pohl :i c at i oris vi si t. 

ht t p://www-paragon- ( o * uk 


The only guide to 
Super Mario 64 
you'll ever need! 


Nintendo 64 

Secrets • Strategies • Solution < 


Available in all good book shops priced £14 95 from Man 
1997. Provide the book store with the following details t 
guarantee your copy. ISBN: 1 873650 08 6. Author: Stuart 
Wynne. Publisher: Paragon Publishing Ltd. 


• 15 worlds explored in unrivalled detail 

• Complete details and locations of all 120 Stars 

• All the secret rooms and bonus levels revealed 

• Massive guide to the boss creatures 

• Every undocumented trick and tactic exposed 

• More than 1,000 screenshots 


A complete walkthrough guide to the world's best 
videogame plus an illustrated history of Mario from 
anonymous Donkey Kong sidekick to superstar! 


Available in all good book shops priced £9.95 from 
March 1997. Provide the book store with the 
following details to guarantee your copy. ISBN: 1 
873650 07 8. Author: Stuart Wynne. Publisher: 
Paragon Publishing Ltd. 


• Super Mario" - complete walkthrough guide 

• Killer Instinct Gold - all the moves and killer combos 

• Wave Race* 4 - all the tracks, combo stunts and tricks 

• International Superstars Soccer Pro - winning tactics 

• Mortal Kombat Trilogy - all the moves and fatalities 

• Pilot Wings" - every mission and bonus level exposed 

• Star Wars: Shadows Of The Empire - complete solutio) 

• Mario Kart" - the tracks, weapon tricks and short-cu 


Plus! 


Cruis'n USA, NBA Hangtime, Wayne Gretzky Hockey, Wile 
Choppers, Rev Counter and many, many more! 
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Nintendo 
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15 worlds explored in unrivalled detail 
complete details and locations of all 120 Stars 
all the secret rooms and bonus levels revealed 


massive guide to the boss creatures 
every undocumented trick and tactic exposed 
more than 1,000 screenshots... 


a complete walkthrough guide to the world's best videogame 


24 hour order hotline 


Unauthorised! IL 
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SUp 'd( MG HO * - complete walkthrough guide 
/OileritiStl^ClTG olcl' - all the moves, killer combos and secrets 
Wave Race ' 4 - all the tracks, combo stunts and tricks 

International Super stars\Soc$gr Pro ^winning tactics 

^AortaPiCornb^rt Trilogy - a){ the moves, fatalities and secrets 
\ Pilo t //ingS r ' ^ every mission and bonus level exposed 

Scar Wars: Shadows OfThe^Ernpire - complete solution 


ver need! 


^Unbelievable! \ 


Yes 


Please rush me 

(please tick appropriate boxes below) 

Nintendo* 

(7J777T1 • 7T7JT7JJ11 • To7uTT7n7) 

priced at £14.95 


(including postage and packing) 



(secrets * strategies • solutions ) 


priced at £9.95 

(including postage and packing) 


Get both books for the special price 
of just £19.95 - a saving of £5! 

(including postage and packing) 



I would like to pay by: 

□ Cheque/Postal Order 

(Please make payable to Paragon Publishing Ltd) 


□ Credit Card 

□ Switch/Delta 

Card type:. 

Card number:. 

Expiry date:. 

Switch/Delta number: 


Name:. 

Address: 


Phone number:. 

Email address:. 

Signature:. 

Date:. 

Please return this coupon or a photocopy 
of it (together with your cheque/PO if 
applicable made payable to Paragon 
Publishing Ltd) in an envelope and post it 
free (within the UK) to the following 
address: Book Offer, Paragon 
Publishing Ltd, FREEPOST (BH 
1255), Bournemouth BH1 2TA. 
Alternatively fax your coupon on 01202 
299955 or ring the 24 hour order 
hotline on 01202 200200 . 
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Ninforrnation UiEE] Developer: 


Nintendo 

Seta 


Gome Type: Shoot-’em-up 
Cort size: 8MB 


Releose Dote: Summer ’97 
Price: TBA 



WILD CHOPPERS 

Take to the skies with Seta’s attack helicopter simulator! 



© Wild Choppers is the second 
of the N64 ’s helicopter 
games (the first being GT’s 
Blade and Barrel) and it is a shoot- 



SOME OF THE MISSIONS IN WILD 

Choppers involve you protecting 

TROOP CARRYING TRANSPORTS LIKE THIS 
ONE, WHICH ALLOWS YOUR PLUCKY TROOPS 
TO REACH SAFETY. YOU JOB IS TO GIVE 
THEM COVERING SUPPORT. 


’em-up which features many strategy 
elements, very much like EA’s Soviet 
Strike on the PlayStation. Equipped 
with a state-of-the-art 
helicopter you are sent 
on search and destroy 
missions into enemy 
territory, and these 
consist of taking 
out radars, enemy 
bases, rescuing 
hostages and 
even wiping out 
vast numbers of 
unprotected enemy 
soldiers. 

The control method is a 
bit unusual, with you using 
both the analogue stick and the 
direction pad to control flight and your 


target sight simultaneously. This is 
similar to Turok: Dinosaur Hunter and 
it does take some getting used to. 

As you can see from the 
small number of 
screenshots we 
managed to steal 
from the Seta 
building, the 
graphics are 
highly detailed 
and the 

developers seem to 
have captured that 
military feel 
extremely well. Apart 
from the logo looking at bit 
like the one for Charlie’s Angels, 
we think Wild Choppers looks very 
promising indeed. 



Prospects: Not destined for Mario 

64 STATUS, BUT BOUND TO BE A FIRM 
FAVOURITE WITH A CORE GROUP 
OF GAMERS. 





At present the textures look a little 

ROUGH ON THE GROUP, BUT ALL THE 
VEHICLES ARE WELL DETAILED AND IT 
MOVES AT A CRACKING PACE. THIS IS NO 

Pilot Wings - you actually get to kill 
something! 




FREAK BOY 

Virgin’s first Nintendo 64 project is an arcade adventure 
with a big difference... 



© Freak Boy is a bizarre 

concept, but one that works 
perfectly with the incredible 
power of the Nintendo 64. You play the 
titular mutant who’s a member of the 
race known as Hedrons, and as 
happens in these convoluted game 
plots, the entire galaxy is invaded by 
evil aliens called Zos. Stop me if you’ve 
heard this before. The obvious aim is 
to spontaneously mutate into Freak 
Boy and use your special powers to 
travel to each of the four planets of the 
Hedron system and then into the sun 
where the Zos first emerged. In all 
there are 20 levels, five per planet. 

The really interesting aspect of Freak 
Boy is the fact that he is constructed of 


just a few polygon shapes hanging in 
the air and to be honest when you first 
see him, he looks half-finished. This 



that’s Freak Boy in his entirety. The 

IDEA IS TO STICK POWER-UPS IN THE GAPS, 
WHICH IS ACTUALLY QUITE ORIGINAL. 


primitive look is merely a facet of the 
game though, because as Freak Boy 
collects new items, they can be 
added to his body, thus filling 
the gaps. Nab a new gun for 
example and you have a 
choice. Plug the weapon 
into his chest and Freak 
Boy gains the ability to 
shoot forwards, but slap 
that gun into his head and 
you can now shoot upwards as ' m 
well! Extra items can be swapped 
around at will until you’ve turned Freak 
Boy into a mad killing machine who’s 
covered from all angles. 

Graphically Freak Boy is extremely 
colourful and full of drug-induced 




“Freak Boy in the sky with 

DIAMONDS...” AT TIMES THIS GAME LOOKS 
LIKE A DRUG-INDUCED HALLUCINATION. 


polygonal characters, plus the 
central figure widely 
changes shape according 
to what you place in this 
cavities. This is a great 
new feature that could 
well open up the whole 
game to people tired of 
standard platformers who 
endless nick ideas from Mario. 


Prospects: Bound to be a hit with 

YOUNGER PLAYERS, BUT NEEDS VARIETY 
TO HOLD ITS OWN AGAINST 

Mario 64. 
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UK's leading 




GY THE TIME YOU 
FINISH READING THIS. 
ANOTHER TiltSAUSUS 
HILL HAVE SEEN 
SENSELESSLY 
SLAUGHTERED. 


Men armed with automatic 
weapons are slaying dinosaurs 
in cold blood. Worse, an entire 
species is dying out through 
our ignorance. Horned males; 
lactating mothers; defenceless 
juveniles. All gunned down 
because people continue to 
believe a myth. Fact: the 
Torosaurus is not a 
bloodthirsty monster. This 
gentle plant-grazer is triggered 
into violence only when 
protecting its young. 

Which begs the question: 
how powerful is the imagery 
which feeds the propaganda? 


A new game release from 
Acclaim for the Nintendo 64 
reveals the answer: Turok 
Dinosaur Hunter boasts the 
kind of advanced graphics 
which blur 

the distinction between 
fantasy and reality. The time 
for positive action is now. 

SAVE THE 
DINOSAUR 

FROM JHE OEAOL1ARSERAL OF TUROK 
DIROSAUR HURTER OR RIRJEROO 64 


EARNING -TUROK DINOSAUR HUNTER 
/A«\a\m IS UNLEASHED 


MARCH 1997 ON THE N64 


tJ 


Turok Dinosaur Hunter® 01996 Acclaim Comics. Inc. Turok is a registered trademark of Western Publishing. Inc. Nintendo 64 
and the 3-D "N" logo are trademarks of Nintendo of America Inc.C 19% Nintendo of America Inc. Acclaim is a division of Acclaim 
Entertainment. Inc. ® & O 1996 Acclaim Entertainment. Inc. All Rights Reserved 
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reviews and cheats on the 
N64 scene! 


0 

0 


Take advantage of our 
special offer and SAVE 35% 
on the newsstand price! 

Rest assured that even if the 
newsstand price of 64 
Magazine is increased, the 
price you pay is fixed. It will 
not go up. 



Receive a special 
subscribers-only letter 
packed full of behind-the- 
scenes gossip from the 64 
Magazine team. 


Subscribe 
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Your Details: 
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If you are taking out a subscription to 64 Magazine for 

YOURSELF OR AS A GIFT FOR SOMEONE ELSE, PLEASE FILL IN 
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This is the out-of-con tool missile launcher 

WHICH YOU MUST CLEAR THE WAV FOR. 


And you even get a little buggy to mess 
out in. These guys think of everything. 


Game Type: Shoot-’em-up 
Cart size: 8MB 


Release Date: 
Price: 


Spring ’97 
£TBA 


Uni's 


This could be the biggest, most playable game on the N 64 - read on! 



© Blast Corps is based on a 
very novel idea indeed. You 
are in charge of a variety of 
heavy duty vehicles which must be 
used to lay waste to a number of 
hitherto pristine structures. As a spur, 


there is the ever-looming presence of 
an out-of-control missile carrier 
hurtling behind you. Fail to get 
everything out of its path, and the 
world comes to a booming end. 

The trucks all have different 


abilities, and you can often decide 
which is best for a particular job. Some 
are front-end fitted, others require 
scything back-spins in order to clear 
the path. They walk, barrel, fly and 
cartwheel. In the new age of gameplay 


mechanics you might think this too 
simple. Sure, it’s straightforward 
nonsense, but it is engaging. There are 
50 levels here, many different styles of 
play, tons of secret goodies and a 
couple of neat bonus missions. 



ARRRGHHH - IT’S THE MISSILE CARRIER! 

The red dot on the scanner shows the 

POSITION OF THE CARRIER, AND THE 
ARROW IS ITS DIRECTION OF TRAVEL. 


The dumper truck is ideal for those 

STUBBORN GLASS BUILDINGS. THIS HAS TO 
BE ONE OF THE MOST EXCELLENT GAME 
IDEAS OF RECENT TIMES. 


It’s game over, man. You have failed to 

CLEAR THE PATH OF THE MISSILES AND THIS 
CRIMSON BLAST CLOUD IS THE RESULT. 

Better luck next time. 


Blast Corps makes the most of the 
Nintendo 64’s hardware and gives you 

SMOOTH, DETAILED GRAPHICS AND 
FIENDISH GAMEPLAY. lT*S ONE TO WATCH. 
















































BLAST CORPS 



An unstoppable Bart Simpson of a game! 


Players are often forced to use more 
than one vehicle during a mission. You 
may control one car, then have to move 
the driver out and into another. The 



missions take some learning. They 
include having to find distressed 
scientists who will create bigger, 
meatier and nastier vehicles. If those 
50 levels aren’t enough, you can always 
go back over old levels later. As in 
Mario 64, the game turns in on itself 
with missions back-ended. 

The style of control is top-down. This 
seemed to bring together the fun of 
ancient arcade game Rampage and the 
addictive qualities of Micro Machines. It 
works well with different trucks taking 
on a variety of driving personalities on 
different terrains. 

There are 12 vehicles in all. The most 


useful are diggers and they range from 
the straight-forward and splendidly 
destructive Ram Dozer, to the Back 
Lash and the airborne Skyfall. Ballista 
is a missile-launching super-bike, ]- 
Bomb a walking vehicle that simply 
trots roughshod over anything in its 
way. Cyclone Suit is a Catherine Wheel 
with a mission and Thunderfist Plus 
pretty much explains itself. Then there 
are the mission-based vehicles 
including freight-trains, juggernauts, 
lorries and racing cars abound. 

Technically, Blast Corps is by no 
means the most impressive game of 
Nintendo 64’s first generation. It does 


show off a few good tricks including 
lovely reflective metallic textures on the 
better vehicles. Graphically, the game is 
a treat with excellent use of the 
hardware’s reflection mapping and 
alpha-channeling transparency abilities. 
Will it be a must-buy? If there had been 
two play abilities it would be impossible 
to resist. As it is, it looks promising 
enough though longevity could be the 
question which taxes reviewers. 


Prospects: Astounding fun from 
the Rare boys married with the 
N 64 ’s SUPERB GRAPHICS 
CAPABILITIES. HOT. 
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VikTokai 

Kronos 


Game Type: 
Cart size: 


Beat-’em-up 

8MB 


Release Date: Summer ’97 
Price: £TBA 








systems with superior graphics, but 
also by implementing an intuitive 3-D 
control system. Side-stepping 
offensive/defensive moves are very 
much part of the control system, 
together with the usual projectile 
attacks, combo moves, throws etc . 
More unusually, the game will also 
feature variable gravity depending on 
the chosen arena - Moonwalking 
combo-attacks should be 
something to see! 

There will be eight fighters 
to choose from, plus two 
bosses, all of whom will 
be animated using 
sophisticated motion 
capture. The beat-’em-up 
field is currently as 
competitive in development terms 
as gameplay and Vic Tokai aren’t 
known for their expertise. Then again, 
who can remember a Namco beat-’em- 
up before Tekken ...? 


Prospects: A great idea and the 

GRAPHICS LOOK IMPRESSIVE - CAN VlC 

Tokai pull off a Capcom-esque 
super move? Probably. 




DARK RIFT 

Can the N64’s first 3D beat-’em-up trash Tekken? 


judged second-rate. So far, 3-D 
movement seems to 
enhance realism at the 
cost of intuitive 
controls. 

In the arcades, 

Virtua Fighter 3 and 
Tekken 3 are offering a 
modest step into that 
tricky third dimension with 
side-steps into or out of the 
screen. Neither of these games will be 
converted until year’s end and, even 
then, Sega has confirmed and Sony 
hinted that the host machines will 
have to be upgraded to cope. Step 
forward, with an impressive side-ways 
sweep, Dark Rift from Vic Tokai. 
Developed by Kronos in the US, it 
promises to not only leapfrog 32-bit 


3-D in their gameplay. Tekken 2 and 
Virtua Fighter 2 ate both entirely 
happy to look 3-D and play 2-D. More 
ambitious games, such as Toshinden 
or Iron & Blood , have generally lost 
more than they’ve gained and been 


Certainly the graphics are on a par 
with Killed Instinct Gold, but the 

GAMEPLAY IS FAR BETTER AND TRULY 
EXPLOITS THE 3-D ARENAS. 


AS IN ALL BEAT-'EM-UPS, DARK RlFT IS 
PACKED FULL OF SUPER MOVES INCLUDING 
DEVASTATING PROJECTILE WEAPONS. 


© The current generation of 32- 
bit bone-crunchers have 
made much of their Gouraud- 
shaded, motion-captured, eyeball¬ 
swivelling, fully 3-D polygon fighters 
without, actually, bothering to exploit 


\ Ninformation [AI 1 ^ I developer: i 
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© Hexen is due to bound onto 
the Nintendo 64 this summer, 
with one particular plus 
which makes it worth a look: four 
player, splits-screen blast-’em-up 
action. Okay, at first it’s pretty 
confusing (and the general graphics 
of Hexen look as though they need 
tidying up) but once you get the hang 
of this role-playing shooter, it’s a 
great deal of fun. 

As far as the game itself goes, the 
75% complete version doesn’t seem 
to have much that you can’t find more 
of elsewhere. As in Doom 64, levels 
are all polygonal, but the enemies are 
2-D sprites and not especially 



attractive ones at that. The 31 levels 
are exactly the same as last year’s PC 
version. 

Gameplay-wise this does entail 
more brain-power. As well as the 
usual panoply of weapons there are a 
multitude of spells with which you 
need to familiarise yourself, And, as a 
player you can take on the persona of 
Mage, Warrior or Cleric. 

Development house Software 
Creations has made the most of the 
Nintendo 64. The special effects can 
be found in the enemy and object 
sprites which have been mip-mapped 
and anti-aliased. There’s also an 
element of fogging where use has 


HEXEN 

Doom is back, but this time it’s 
gone all medieval! 


been made of the transparency 
hardware (although this seems to 
have become pretty much obligatory 
among N64 developers now). 

There’s also fun to be had in certain 
levels where you are able to fly, and 
it’s always worth crashing into the 
game’s furniture in order to see what’s 
behind a fake wall or stained glass 
window. In that respect exploration is 
more intriguing than in other games 
based on id’s Doom engine. 

But, for us the major excitement 
will be the ability to frag your pals on 
screen which means that, despite 
some reservations about this in pure 
one-player terms, it’s going to be one 
of the multi-player hits of this year. 



Prospects: Doom was a bit flat, but 
Hexen could well take the first 
person crown. Don’t forget 
Duke Nukem and Quake though.HV 



















































Unauthorised! Unrivalled! Unbelievable! 


BEST! 


too -plus games featured 
in excess of f OO cheats and codes 
more than 1000 screen shots 
over 200 pages of raw adrenalin 

the complete A - Z of PlayStation tips 


The only guide to 
beating PlayStation 
games you’ll ever need! 


100 -plus games featured... 

In excess of 500 cheats and codes... 

More than 1000 screen shots... 
Over 200 pages of raw adrenalin... 


SIMPLY THE 


w ■ ■ iwwimw UIIJ ww ■ ■ ■ nu i 

with the following details to guarantee 
your copy. ISBN: 1 873650 05 1. 

Authors: Butt, King, Morgan. 
Publisher: Paragon Publishing Ltd. 


...all this in one 
explosive package! 


More than 500 explosive cheats and codes covering 
virtually every PlayStation game ever released. 
From 3D Lemmings to Zero Divide. Over 100 games 
featured - an unrivalled full-colour reference guide. 


Mystery rounds, infinite lives, level selects, hidden 
stages, secret bosses, bonus sections, passwords, 
undocumented moves, codes, unlimited continues., 
exclusive tricks and tactics for every PlayStation 
game revealed. 


Features 

Massive playing guides to all the top PlayStation 
games, including Alien Trilogy, Battle Arena 
Toshinden 2, Crash Bandicoot, Die Hard Trilogy, 
FI Racing, Fade to Black, Loaded, Mortal Kombat, 
Resident Evil, Street Fighter Alpha/Zero 2, 

Tekken 2 and many more. 
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Yes it*s that crazy space corridor 

FROM THE FIRST GAME AGAIN - WHAT A 

laugh. Remember those ever-changing 

BLOCKS THAT YOU HAD TO AVOID? 




TWO SHOTS FROM THE GLORIOUS RENDERED INTRODUCTORY SEQUENCE SHOWS FOX McCLOUD 
RESPONDING TO A RED ALERT AND DASHING INTO HIS ARWING. NOTE FOX’S LITTLE HEAD CLEARLY 
VISIBLE IN THE COCKPIT. THE ORIGINAL 16-BIT GAME NEVER HAD AN INTRO, AND YOU WERE JUST 
THROWN IN THE ACTION. AT LEAST THE N64 GAME GIVES YOU SOME IDEA OF THE PLOT. 


Ninforrnation 




Publisher: 

Developer: 


Nintendo 

In-house 


Gome Type: Shoot-’em-up 
Cart size: 8MBit 


Release Date:Summer ’97 
Price: TBA 



McCloud is back, and this time he’s going after fox hunters...(and their dogs) 

STAR FOX 64 


* 


© This is it. This is the big 

one. Since its righteous 
appearance on the Super 
NES, Star Fox (or Star Wing as it was 
known in the UK) has been a 
guaranteed Nintendo money-spinner, 
and with the Star Fox 2 project 
collapsing on Super NES, it was only a 
matter of time before Fox McCloud and 


his star rangers appeared on the N64. 

The Japanese market is traditionally 
wary of 3-D exploration games, so the 
original Super NES game confined 
players to a broad, but fixed corridor 
through each level. Indications are 
that the N64 game will follow a 
similar format, right down to the 
spectacular end-of-level monsters. 



Although this restricts freedom of 
movement, it allows Nintendo to 
orchestrate the experience for 
maximum impact. 

A key issue for N64 Star Fox will be 
whether Nintendo can cram a suitably 
huge challenge into an N64 cart, while 
still delivering on the spectacular 
graphics. From the screenshots, you 


can see that visually, Star Fox 64 is 
jaw-dropping. The frame-rate is nippy 
and texture-maps are functional, while 
built-in N64 tricks such as 
transparency (a realistic fog shading 
off the horizon) and lighting effects 
(for the engine flare and laser bolts) 
work well. Sound is similarly effective, 
with good effects and an electric 





Just like the blitz, this level has you bombing a city, and as you approach, massive 

FLOODLIGHTS BATHE THE TARGET AREA. OBVIOUSLY THEY BORROWED THEM FROM BATMAN... 










































STAR FOX 64 



As you can see, visually. Star Fox 64 is jaw dropping... 




guitar re-interpretation of the old 
music. 

The end of level bosses, always a 
focal point for the original game, are 
of course huge textured beasts which 
lumber around the screen until you 
can get enough hits on their weak 
spots. So far we’ve seen a mechanical 
dinosaur and a huge space starfish, 
but the best have not yet been 
announced. 

As in the original game, the lead 
character is Fox McCloud, who has 
four wingmen, including a frog and a 
rabbit, and they frequently appear at 
the bottom of the screen in rendered 
form along with text messages, giving 
advice and often requesting help. The 
wingmen’s ships do appear on screen, 
taking out enemies, so it’s essential 
you protect them when they need it. 
You also get a long rendered intro 
sequence which shows the Star Fox 
team responding to a red alert 


situation; something which the Super 
NES could not handle. It is thought that 
the finished game will boast 15+ levels. 

If N64 Star Fox recreates the 
playability of its forebear with truly 


64-bit graphics, it should be a huge 
hit, especially given the fact that it 
features not only the two player split 
screen mode that was originally ear¬ 
marked for the Super NES game, but 


also a four player mode as well! Save 
those pennies. 

Prospects: Guaranteed bums on 

SEATS AND A KILLER APP FOR THE N M 
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Next issue 



The following games are i he Nintendo 6 " 

in 1997/98. Welcome to the 64-bit generation. 


Blade & Barrel 

Duke Nukem 3D 

Killer Insinct Gold 

Rev Limit 

Top Gear Rally 

(Kemco) 

(GT) 

(Nintendo) 

(Seta) 

(Kemco) 

Blast Corps 

F-Zero 64 

Kirby’s Air Ride 

Robotech 

Turok: Dinosaur Hunter 

(Nintendo) 

(Nintendo) 

(Nintendo) 

(Gametek) 

(Acclaim) 

Body Harvest 

FIFA Soccer’97 

Mission Impossible 

Robotron X 

Ultra Descent 

(BMG) 

(EA) 

(Ocean) 

(GT) 

(Interplay) 

Buggy Boogie 

Freak Boy 

Mortal Kombat Mythology 

San Francisco Rush 

Unreal 

(Nintendo) 

(Virgin) 

(GT) 

(GT) 

(GT) 

Bomberman 64 

Ghosts V Goblins 

Mortal Kombat Trilogy 

Shadows of the Empire 

War Gods 

(Hudsonsoft) 

(Capcom) 

(GT) 

(Nintendo) 

(GT) 

Centipede X 

Goldeneye 007 

Multi-Racing Championship 

Silicon Valley 

Wave Race 64 

(GT) 

(Nintendo) 

(Imagineer) 

(BMG) 

(Nintendo) 

Cruis’n USA 

Hexen 64 

NBA Hangtime 

Star Fox 64 

Wayne Gretsky 3D Hockey 

(Nintendo) 

(GT) 

(GT) 

(Nintendo) 

(GT) 

Dark Rift 

International Superstar 

PlLOTWINGS 64 

Super Mario 64 

Wild Choppers 

(Vic Tokai) 

Soccer Pro 

(Nintendo) 

(Nintendo) 

(Seta) 

Doom 64 

(Konami) 

POD 

Super Power League 

Yoshi’s Island 64 

(GT) 

Joust X 

(Ubisoft) 

Baseball 

(Nintendo) 

Dual Heroes 

(GT) 

Quake 

(Hudsonsoft) 

Zelda 64 

(Hudsonsoft) 


(GT) 

Tetrisphere 

(Nintendo) 




(Nintendo) 
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CART CABLE 

■ no SERIES RGB SCART/EUMKONNCCIOR 


SCART CABLE 

Gives enhanced picture quality 
Special USA/JAP version requiring no 
system modification 


Selected BLAZE accessories for the Ultra 64 , Playstation and Saturn 
available from all leading retail chains and independent stores 


MB MEMORY CARD 

4x Capacity of standard cards 
Colour versions also available! 


SFX 64 UNIVERSAL GAME ADAPTOR 

Plays Japanese games on USA system 
Plays USA games on Japanese system 
PAL/UK Games version available soon 


ViDEO GAfilE ACCEttOTiE* 


INTERNATIONAL LTD, 4-6 Buttercross Court, Northgate, Tickhill, Doncaster, DN11 9HY Tel: 01302 751428 Fax: 01302 752507 
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Super Mario 64 Wave Race 64 _P 4 k>tWings 64 


Mario Kart 64 














